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Cool dark glasses and bright colored treads 
Ain't complete without radical threads 
Somethin' real wild, somethin hot 
Cool lookin' thre ads to take ya to the top 
Like radical ^^|iiiiiiiiHjilHHi'i^l!J 

NOW don't forget, for your 


And a hot 


„,aorl prize that'swaitin'fo^ 







To qualify for prizes, print the 
names of five laito games here: 


3L 

41. 

51. 

Mail your entry to: 'Say Dap. Say Taito. Sey ^1" Sweepsiekea, RO. Bon 7768, Woodside, NY 11377 





Name 


Address 


Telephone 

Apparel Sizes: T-Shirt Shorts Shoes. 

Age 


1 0 F u I c li a s e I e i a s s a i ) 

1. To enter; correctly hand print the names of any five Taito 
games and your name address and zip code on an official entry 
form or a 3* X S' card. Mail entries to: "Say Rap. Say Taito. 
Say Yo!" Sweepstakes, P.O. Box 7768, Woodside, NY 11377. 
Entries must be received by February 1. 1990. Or>Iy one entry 
per envelope. No mechanical reproductions permitted. 
Sponsor not responsible for lost, late or illegible mail. One 
prize per family. 

2. Winners will be selected in a random drawirtg by the Inde- 
pendent Judging Organization, Inc., a subsidiary of 
Comart-KLP. and will be notified by mail. By enterii>g the 
sweepstakes, entrants agree to these rules and the deci- 
siorts of the judges. Odds of winning depend on the 
number of entries. Affidavits of eligibility and liability/publicity 
releases may be required for major prize winners (in case of a minor, their 
parent/guardian). Travel companion of Grand Prize winner must sign release. Void 
where prohibited or restricted by law. 

3. Orte Grand Prize: A five-day trip for two to New Ybrk City consisting of round-trip 
airfare from the major airport nearest the winner's residence, four nights hotel accom- 
modations. a visit to MTV studios and $1,000.00 spending money. Winners under 18 
must be accompanied by parent/guardian. Dates to be determined by sponsor. 
(Approximate Retail Value $3,500.00.) 100 First Prizes: Reebok Hi-Tops. (Af^ $65.00.) 
250 Second Prizes: Sideout Sportswear "Rap Ensemble," including T-shirt and pants. 
(ARV $65.00.) 1,000 Third Prizes: Ray-8an Onfter sunglasses. (ARV $60.00.) No prize 
transfers or substitutions except by sponsor due to availability at lime of drawing. Such 
replacement will be of equal or greater value. 

4. Open to residents of the United States except employees and their families of Tarto 
Software, Inc end their promotion agencies 

5. For a list of major winners, send a self-addressed, stamped envelope to: "Say Rap. 
Say Tarto. Say Yb!" Winners P.O. Box 7769. Vltoodside, NY 11377. 

@1969, Taito America Corporation. All rights reserved Printed in USA. Sky Shark,* 
Bubble Bobble,* Operation Wolf,* Demon Sword,* A.L.C.O.N.,* Rastan,* Renegade.* 
OIX* and Arkanoid* II The Revenge of OOH* are registered trademarks of Taito Amer- 
icaCorporation. Taito" Say Rap. Say Taito. Say Yo!" and THE ONLY GAME IN TOWN" 
are trademarks of Taito America Corporation. Rambc^ III is a registered Iradem^k of 
Carolco. Ray-Ban* is a registered trademark of Bausch & Lomb, Inc. SIDEOUT* is a 
registered trademark of SIDEOUT Sportswear. MTV* is a registered trademark of MTV. 
Reebok* is a registered trademark of Reebok, Inc. MTV Network is indemnified and 
held harmless along with its officers, directors, agencies, employees and affiliates from 
and against any and all claims arising out of this promotion. 

taIto 

THE ONLY GAME IN TOWN."' 




Atari*, the Alan lo^ and 7800™ aietrademarics or reglaeicdtiademailis of Atari Corponlicn. Commando'* is a oademarii of Data East. Inc. Xenophobe™ and Rampage* ate trademaiks or regiswred trademarks of Bally Midway M^. Co. 
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After a hard day at school, 
have you ever just wanted 
to go home and break a few 
heads? Destroy a couple 
cities? Or just blow up the 
universe? 

Of course you have. And 
now you can without getting 
grounded. Plug in one of 
these smash arcade hits on 
the incredible Atari® 7800™ 



system. Each of the games 
are specifically enhanced 
with graphics and depth of 
game play that’ll blow you 
away. And sound that’ll 
make you wanna scream. 

So pick up one. Or all 
four. And get ready for the 
fight of your life. 

AATARr7800 

Winners don't use drugs.ffiP 


Double Dragon™ isairademarit ofTECHNOS JAPAN CORP. CI909 Atari Corporatioa Sunnyvale, CA 94086. All rights reserved. 



GAMEPRO is the magazine for the piayer who is 
serious about having big fun. Each issue is action- 
packed with all the cutting-edge info you need to 
be the best player anywhere. Our Game Pros 
search out the most in-depth tips, strategies, and 
secret moves to keep you at the top of your form. 
And you won't want to miss out on the probing In- 
terviews, pre-released and overseas game re- 
views, the latest technology, and a dynamic look 
that will knock your socks off. So subscribe to 


Use die cmvenient enter card on enclose your 
oanw, aMress, (mctedmg zip code), age, and 
gmm system wWi a check or moiwy order 
tw $19.37 to: 

GAMEPRO Magazine 

Cteadadons 

P.O. 80x57138 
Boulder, CO 80322 

(Foreign residents add $10.00 per year. U.S. fundsonly) 



Nintendo and Nintendo EnlenainmenI Sysient are 
registered trademarks ol Nintendo ol America Inc. 



Stand by, gamers! Capcom introduces two new 
thrilling games to its Nintendo series. And as always, 
the graphics are hot and the action intense. 

First, experience the ultimate character adventure 
game! As MegaMan, you must conquer and control the 
eight empires of the evil Dr. Wily. But beware of his 
sinister robots that rule each empire. Their special 
powers present a unique challenge at every level. 

Then, prepare for undercover action as the Strider. 

Your orders are to enter Russia and infiltrate the Red Army, returning enemy secrets 
to your superiors. But be extremely cautious. You know what the Russians do to spies! 

So get set for radical action in these exciting additions to the Nintendo Entertainment 
System. From Capcom, U.S.A. 


MegaMan 2 Screen Shot 


Strider Screen Shot 


CAPCOM 


Capcom U S A., Inc. 3303 Scort Blvd Sants Clara. CA 9S0&4 (408) 727-0400 Toll free; <8001 843 4632 In California (8001 222 0928 



ISapki's advenWes conOnue. See gage 14. 



lien’s the aasmer leal el yew BamUet 
gnlilems. See IS. 



tt yea levei PacISaa, you'SleyePacLanai 
See page SB. 
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GameBoy-Super Mario Land revealed. 

10 Hot at Ok Arcades 

Check out these hot coin-ops. 

. 18 PnClassics 

' The GamePros give you the clues to all of Gauntlet's secrets. 

28 Adventures at &mePro 

Our hero finds himself stuck in the middle of Blaster Master! 

32 ProWews 

This issue the GamePros look at: 

Nintendo: River City Ransom, Casino Kid, and the Magic of 
Scheherazade 

Sega Master System: Shanghai, Monopoly, and Dead Angle 
Atari: Road Runner and Deflektor 
TurboGrafx: Legendary Axe 
Sega Genesis: Space Harrior II 

56 &WAT. (Secret Weapons and TacOcs) 

The hottest tips and tactics around! 
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S. M//4. T. info from Game Pros everywhere! 

64 AskthePros 

The Pros answer your questions. 

66 Bverseas Prospects 

If you loved PacMan and Ms. PacMan, you’ll love PacLandll 

68 ShortProShets 

Here’s a look at great new game titles just around the corner. 

78 ProNem Report 

An inside look at what’s happening in the industry. 
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Winners of the Heroes contest! 

Announcing a new ProArt Series! 

86 ProCladenge Board 

Compare your scores with the Pros. 


©1989 lOG ComfTXjnkadons/PetertxTOugh, Inc.Ttie GAMEPRO'“narreaixllogoarelradeftwksoflDGCof™THjnicatioos^=WertxifOugh, Inc. 
Nintendo and GameBoy are Registered Trademarks of Nintendo of America, Inc. Sega and Gene^ are Regisiered Trademarks of Sega ol 
America, Inc. Atari is a Registered Trademark of Atari Corp. TurboGrafx is a Registered Trademark of I^C. 







HAL America 
Brings You 3 
Hot New Games! 



Fortress ■ o«r shoot-em-up 

with a difference! While battling your way 
through enemy defense forces, you must 
pick up the energy and weaponry items 
you'll need for the coming challenge. Then 
into the body of the Air Fortress itself 
where you must find your way through the 
mazes to the reactor, then plot your escape 
before the energy supply is depleted. The 
perfect combination of high-energy arcade 
action and brain-teasing problem solving. 


nology in this game— only our valiant 
little Lolo, taking on all challenges armed 
only with ingenuity and patience. 

A game for adults as well as children, 

The Adventures of Lolo contains fifty 
different mazes of increasing difficulty 
that must be defeated, not by force, but by 
wise use of the tools at hand. This is the 
game we play when the boss isn’t around! 


The classic 

pinball game of the '50s, updated with the 
technology of the '80s— you 've never seen 
a pinball game like ROLLERBALL. Two 
game options, the four-screen scrolling 
excitement of Skyscraper and the one-on- 
one competition of Matchplay, bring a 
brand new challenge for old hands and 
novices alike. At last, a video game that 
gives Dad a chance to win! And, 
ROLLERBALL won’t tilt! 



Licensed by Nintendo for play on the 

(Nintendo) 


HAL AMERICA INC. 

~7Ke TuahoJUL. 


7S73S.W.arru$Drtm,Buming2SF • Seavemti, Oregon 97005 • Tel 505/044-4117 • Fax 503/641-5119 

HAIU a tnAemark of BAl America Inc. NiiimAo* andNtnlendobUerUlitmenlSplem* artlraAemariio/f/InleHioofAaiericahit 
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GAMEPRO. A Cut Above the Rest! 


By the BamePros 

Welcome to the new GamePro! “What’s different," you ask?? 
It looks like the same hot ProViews, the same latest and 
greatest tips and tactics, and ali the rest of the GamePro fea- 
tures you've come to rely on. You're right! Everything that 
makes GamePro, as our readers tell us, “rad”, “fresh" and 
“totally cool,” is here to stay. What’s different is, you’re going 
to get all of this great stuff once a month. Yes, as promised, 
GamePro is coming at you monthly from now on. After all, 
you wanted it, you've got it! 

But before you start running out to your mailbox to watch 
for your December GamePro, check out this issue. You’ll find 
a ton of hot ProViews on new games for Nintendo, Sega, 
Atari, TurboGrafx and Sega Genesis. You’ll also find our first 
GameBoy ProView. You won’t want to miss this great map of 
Super MarioLand! If you’re one of the zillions of us who have 
never completed Gauntlet, head straight for the ProClassic. 
You’ll find Gauntiet secrets that wili let you finish this great title 
once and for all I When you flip to GamePro, you'll find our fa- 
vorite hero has gotten himself stuck inside of Blaster Master. 
In his continuing battle against the evii darklings he’s going 
to teach us all some hot game tips. And don’t miss the Short 
ProShots-a quick look at some of the great new games that 
are just around the corner. 

But before you flip the page we need your advice! 

Here’s the scenario. You hear about a great game from your 
friends, the stores and the magazines. You run out and 
spend your hard earned cash. You take the game home, rip 
open the box, piay it, and discover you hate it! None of us 
can afford to spend money on games that are a big disap- 
pointment. Our probiem-how to best provide you with game 
information that lets you choose the right games for you. 
We’re working on a game ratings system that will tell you 
what we think. But after all, we're not entirely objective. Some 
of us love shoot-em-up's. Some of us love role-playing 
games. Some of us are into arcade classics. Lots of times 
we don’t agree on how good a particular game is. So, we 
need your help! We'll rate the games based on what we 
think. But, we need your ideas about how to get you in- 
volved in the ratings process. After all, you are the Game- 
Pros and your opinion counts the most. Drop us a line and 
tell us your ideas on how to get GamePros everywhere in- 
volved in rating the games. After all, as we always say, this is 
your magazine! 
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You Can f^ 
Take It With 
You! 



Revengeiif^Gator . 

’Gators galore! Eight scrolling screens— secret 
entrances to bonus areas— hungry ’gators 
that unexpectedly swallow your ball and 
move it to a new screen— all in a package 
you can slip into a pocket and take with 
you anywhere. You’d need a pinball 
machine the size of the Everglades to bold 
all this excitement, but Hal America and 
Game Boy make it portable. 


Shau^hai ~ 

The game that took over 2500 years to develop— 
and at least that long to master! A seemingly 
endless number of variations of the playing 
board, each with five increasingly difficult 
stages to unravel. Play the original ver- 
sion, using Mah Jongg tiles, or the updated 
version usingthe alphabet. We can teach 
you how to play the game, strategies, even 
bow to read the Chinese characters— the 
only thing we can’t teach you is how to quit! 


Licensed by 

CNintendo)^ 



HAL AMERICA INC. 



7«7J SM. Cirrus Drive, Building 25F • Beaverton, Oregon 97005 • Tel 503/644-4117 * Fax 503/641-5119 

NlHtnuh), Garni Boy aiul Ih OjffleiAl Sids an IraUmarb of SiHUndo of America Inc. @(989 NInItndo of America Inc 
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Back Issues 

I was very impressed with your 
magazine! I think it’s the best video 
game magazine around! 

I thought it wouid be an excel- 
lent idea if you at GamePro would 
add a special Back Issue feature 
to the magazine so readers can or- 
der issues they may have missed. 

I enjoy the nice, super clear, 
glossy screenshots you use for 
GamePro, and I especially liked 
your ProArt section of the maga- 
zine. It's always fun to see video 
games translated into art! 

There’s so much else I like 
about this magazine that I wouldn’t 
know where to begin the compli- 
ments! I’m really looking forward to 
future issues of GamePro! ! 

D.V.K., Tucson, Arizona 

Back cep^ al some asms of 
BxnePpoanaoa^e. ToMout 
more Monmation aOout back copies 
caB our Customer Service iwmber 
(1-8B0-2880844). But Just to let 
you know, BO tack copies of tke 
Premiere Issoe ol BamePre are 
curraitly avaUalta. ff thav Is 
eimitaiilemmulweitayeventutay 
reprmi the Premiere, tat tor now 
we suggest you M a Irlmri with 
enamultpytotayltlAmIhytta 
way, make Siam you check out the 
muaigaitnesiremne latest 
ProArt cootesti ■ a. 

Beatlep Survey 

Absolute finesse! This magazine 
really has it together-ProViews, 
tips, and very importantly, equal 
coverage of each system present- 
ed. No more of this overpublicized 
talk about “our game system is the 
best.’’ That’s not necessary be- 
cause different people have differ- 
ent opinions-some like Sega, 
some like Nintendo, or both. Thank 


you for realizing this. 

I solidly consider all the other 
game players’ magazines irrele- 
vant due to the fact I don’t need to 
go out and buy three or four other 
magazines when all of what a 
game player demands is right here 
in GamePro! Keep it up! 

I do have one suggestion. You 
should provide a reader’s poll for a 
person’s favorite section-so then 
you will know what to expand on in 
later Issues. 

Mike McPherson, Fremont, CA 


file. The Cutting Edge, and most of 
all. Overseas ProSpects. 

The reason I am writing this to 
you is that you wanted suggestions 
to improve your magazine. Well, 
here are some of my suggestions: 

• You should have a section telling 
what new games in the future are 
coming out, so we can get excit- 
ed and spread rumors. 

• You should also have a top 1 0 
hot games column, so we know 
what games to buy now or in the 
future. 

• Your ProViews should have a rat- 



As many el you knew, we 
tBUkKlinle a taader's Sir- 


ing from one to five stars 
from the person who re- 
viewed it. 

That’s about it!! 
Over all it’s just great. Keep 
up the good work. 

Steven Chan, Astoria, NY 


Bee to Ptaular tamand Start 
ProShots ire back! Tide sec- 
tion wH htaude a siaidi peta 
at het new gmnes Uiat mv due 
lor release seen. We tape Ods 
irmidesideiityeftaedhielhr 
lots Id ranursl As to ratings, 
please reai the Lettta from the 
SaoiePresi - Ed. 


veymthe September/October 
Issue el BamePre. Jtaidislerttie 
remendoim respensel The results 
are currently l^gtabidatta and 
UwkdermaUonisvm^b^hdte 
us. Well ammunce the take wbr 
ners In the next issue ol BamePre. 
hi the meantime, as always, we le- 
vlteymrconunettlsandsiages- 
tions on the ddlerent sections ol the 
magadne. Yeurkguitlsidwayslni- 
portxit-Ed. 

Game Things 

Your magazine is fantastic! ! I love 
your ProViews, Hot at the Arcades, 
S.W.A.T. (cool name). Industry Pro- 
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Platoon™ just might be the most 
frighteningly real video game ever. JJ". 

For a single fool soldier in guerilla combat, tliVflBiecn3ft 
winning, it's survival. The harder you fight to get out, the 
deeper you re drawn into the madness of a war fought in, 
and under, the toughest jungle terrain imaginable. 

The action is as explosive as the 3-D graphics, the 
tension as bone-chilling as the first- person 
perspectives. Can you get into it? Then get 
Platoon, at your favorite dealer now. But 
be forewarned: this isn't Wd stuff. 



THE 

TITLEHOLDER! 


SUNSOFT* Is a legisiered trademark of Sun Corporation of America PLATOON" is a trademark ol 
f986 Hemdale Film Corporation All rights reserved Soliware rights and game design suOlicensed 
from OCEAN Software Limited Nintendo* and Nintendo Entertainment System" are trademarks ot 
Nintendo ot America. Inc. c 1988 Sun Corporation of America 


Hot News for Hot Shots! 

Get the inside track on SunSoft games in the 
FREE SunSoft Game Time News. 


Mall to: SunSoft, P.O. Box 2390, LIbenyslllo, IL. 60198 gp 





Sudden Death. 


If you thought soccer was a game for the rest 
of the world, here’s America’s answer. A fanatical 
crowd, a full team of 11, and action so precise, so 
powerful, so awesome, you can almost taste it. Win 
or lose, one thing’s cert^: GOAL!” will win you over. 

At your favorite video game store now! 






©JAUECa. 

Serious sports. 

For serious players. 


Jaleco™ and GOAL!™ are trademark of Jaieco USA, Inc. 
Nintendo* and Nintendo of America* are registered trademarks 
of Nintendo of America. © 1989 Jaieco USA, Inc. 






, w^Sns POwg>-UP 








faM- 


aver Mm- 


14 GAMEPFtO Magazine 


ByBUeon 

Suoer Mario fans rejoice! Mano is back 
in a new adventure in this 
NiSo's portabie GameBoy unt Once 

aaain Mario must traverse deserts, 

cLb underground 35 he 

derwater and fly through ‘P® skies a 
tries to rescue the kidnapped Pnnress 
Daisv He’li also face a whole bunch of 
new viliains, inciuding spiders, nn^-rat- 

Sigfish,and the evilTatanga who flies 


2 and 4 Mario climbs into a torpedo fir 

ngsubmarineandmissW 
Sr^s Game feature at thejn^^^^^ 


But enough talk...here are the maps 
for afl the ievels of the first too worids _ 
They’ll help you take advantage of al 
the secret elements in the game! We ve 
dso included some special strate^^^^ 

and tips that helped us along to way. 
Don’t worry if you get stok. W 
printing the complete iriaps of to fina 

two worlds, and all of toir secrets, in 

our next issue! Good Luck.. 
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o 
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ByC./I.T.anil[.B.H. ^ '% 

OK lolksi M ost of the coin-ops we’\^ 
ctfelllWiBf have ended up on the \ 
top ten money maker list. We're plas 
you like the same games we like. ^ 
For a change how about you writing 1 
in and telling us your favorite coin- « 




ops. If enough of you 
Jhe same game we’l^id it in Hot 
the Arcaies. In theiheantime her 
are threc^ore g^s we think de 
serve a fw quarts from coin-op 




3tartV0urP'^'^ 

Stages. 


SoWen/lxe(Se9a^^^^^^otd- 

Head Wohea^ Choose one o' 
fiQdters to cortfO 


|ySpy“’‘*‘%o<\ctO°'^^^uc\ea' 

MOUt p\aoe a ^ Q^oe oo 
r-rtoQ^- ^ 

0'-'"®' Jat rTad »" qoo 

tosa^'®'^ 


wfi? 
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PHOTOS- WEINBERG S. ClARK.^ 
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By the Pro, A.J.F. 

The Story 

Get ready to enter over 100 dun- 
geons of terror! Your quest: to find 
and return the sacred orb from 
the dark depths of the Gauntlet. 

Be prepared, adventurer, this 
is no easy quest! The dungeons 
are littered with hoards of Morak's 
evii henchmen-death, demons, 
sorcerers and ghosts, to name a 
few that hinder your progress ev- 
ery step of the way. 

Choose your favorite charac- 
ter at the beginning of the journey. 
Become Thor, the warrior known 
for his mighty strength; Thyra, the 
Valkyrie, known for her thick ar- 
mor; Merlin, the wizard of power- 
ful magic; and Questor, the elf of 
super speed. 

Descend into the dungeons 
and find your way through the al- 
most never-ending mazes, 
searching for the true exit to the 
next level. Along the way find 
keys, bombs, treasures, magical 
weapons and other items to help 
your quest. Beware of the many 
traps, poison potions, stun tiles 
and room-repeating exits that 
complicate your journey. 

To finish this game you'll need 
to find all five of the extra abilities. 
You'll also need to reach room 


100 by finding all the clues hidden 
in the eight clue rooms. 

Extra Ability Potions 

To find the extra ability potions, 
search the following rooms: 


Extra Armor 15,26,85 
Extra Magic 16,35,50 
Extra Shot Power 12, 20, 48 
Extra Speed 37,75 
Extra Fight Power 22, 53, 66 



Extra shot yomr ia Room 20. 



Extra armor in Room 2B. 

PROTIP: II you don't see the extra 


the walls in the maze until you find 
them. 



Here's the hiddeo trap in Room 10. 

Then take the exit in the upper 
right-hand corner of the room. 
Now you're in Room 16. First, 
open the closed treasure chest to 
the left of the exit, and then open 
the treasure chest to the left of the 
clue. This sets off the traps inside. 
Next, find the place in the maze 
where many treasures surround a 
block of wall. Shoot this block of 
wall and it turns into a trap; set off 
this trap. Now you’re ready to 
grab the clue and go to the 
next exit! 


Clue Room 26 

To get to Room 26 take the exit in 
the upper right-hand corner of 
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Here's the clue in Room 26. 


Clue Rooms 

If you’re having trouble with the 
clue rooms, follow these instruc- 
tions carefully and you should 
have it made! 

Clue Room IB 

To reach this room, first set off all 
three of the traps in Room 15. 


Room 25. In Room 26, go to the 
top of the maze and enter the 
transporter, while holding the 
Controller pointing down. You'll 
find yourself in a seotion of the 
maze with a few treasure chests. 
The closed chest has the clue! 
Next, head for the exit above you. 
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Clue Hoorn 70 

In Room 70 shoot diagonally 
through the destructable wall to 
the lower right-hand corner room 
of the maze. Walk to the top of this 
little room until you hit an invisible 
space. Shoot at this little space 



Here's the clue In Heom 70. 


and the clue appears! You can't 
get out of this maze until you set 
off all the traps, including the invis- 
ible trap in the upper right-hand 
corner. You've got to shoot this 
trap to make it appear! 

Clue Room 81 

In Room 81 go straight up through 
the destructable wall, take a left 



Here's the clue and the hidden luvisihle wall 
In Haem 81. 

and go down. You'll find two 
closed treasure chests. The one 
on the left has the clue. Next, go to 
either the upper-left or upper right- 
hand corner of the maze, and 
shoot all the walls beneath you un- 
til you find the point in the wall that 
disappears when you shoot it. The 
remaining three closed treasure 


chests contain traps. Set these 
off and the remaining wall disap- 
pears and you're free to head 
for the exit at the bottom of the 
screen. 

Clue Room 90 

To enter Room 90 first open the 
closed treasure chest at the bot- 
tom left-hand corner of Room 89. 
In Room 90 you'll find the clue in a 
closed treasure chest near the up- 
per right-hand corner at the end 
of a long corridor. To get into the 
exit, go to the part of the maze 



Moveable wall In Hoorn SO. 

where the moveable wall is found. 
Shoot the entire wail to the right of 
the moveable wall until you find 
the point that causes the wall to 
disappear. Go through this open- 
ing to head for the exit. 

Short-Cuts! 

Gauntlet also has a Password 
Feature that lets you continue in 
the room after each treasure room 
-up to Room 79 maximum I From 
Room 79 on, the game gets a lot 
more difficult and the enemies get 
much meaner. But don’t give up! 
There are a couple of short-cuts. 

Room 79 la Roam 83 

At the bottom of Room 79 head 
for the vertical wall that has a key 
and a bomb next to it. Next, shoot 
near the center of this wall and an 
exit appears. This exit takes you 
to Treasure Room 83. 



The hidden exit In Hoorn 70. 


Room 94 to Room 99 

Another hidden exit you don’t 
want to miss is in Room 94. Find 
this exit behind a block of wall, lo- 
cated on the left middle border of 
the screen. This block of wall 
sticks out above a demon genera- 
tor. Shoot this wall and an exit ap- 
pears, taking you to Room 99. 



The hidden exit In Room 04. 


Room 100 

In Room 100 you’ll meet the 
Three-Headed Fire-Breathing 
Dragon, It’ll take quite a few shots 
to each of his heads to destroy 
this final villain. But beat him and 
you’re through the Gauntlet. Good 
Luckll 

Gauntlet makes the grade. It’s 
a true ProClassic-a challenging 
game that provides endless enter- 
tainment for the novice or ad- 
vanced player. Combined with its 
great music and graphics, it’s a 
game that’s already become a 
legend in its own time. 
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The Power Glove." You plug it in like 
any joystick. But the similarity stops 
there. Because now you don’t just guide 
the action. You’re in the action. 

As soon as you put on the Power 
Glove, its 3-D sensors track the position of 
your hand in space. You enter the program 
code. Calibrate the glove. Center it. And 


feel the mechanical moves of a joystick 
give way to free-flowing, instant re.sponse. 
You actually knock out Mike Tyson. Grab 
the steering wheel of Rad Racer. Bank 
and fire your P-38 in 1943' The Battle of 
Midway. All simply by moving your hand. 

The Power Glove has a unique pro- 
gi'ammable keypad that gives the best 





NES ‘ players moves they’ve never had be 
fore— and never will have with a joystick. 
Twist your wrist for an immedi- 
ate head butt in Double Dragon. 

Bend a finger for “Thrash Mode” 

—your character turns and 
.shoots in all possible directions. 

Bend another for “One-Shot 



Tlirnaround”: you automatically change 
direction and fire faster than you ever 
could with a joystick. 

With new moves at your dis- 
posal, it makes your joystick games 
especially vertical scroll games, 
new Different. More exciting. 

And that’s only the beginning. 


With games specifically designed 
for the Power Glove, you’ll be blown into 
another dimension: the third dimension. 

In the '80’s, all video game play 
occurred in two dimensions: up, down; 
left, right. Starting in the summer of 
1990, software designed for the Power 
Glove adds the third dimension— depth- 
so that you’re playing in a “virtual real- 
ity.” It’s the future of video games. 'Vears 


ahead of schedule. Look at Super Glove 
Ball. The hand on the screen is your hand. 
Its thumb and fingers move instantly, 
exactly as you command, "ifou strike the 
ball. Catch it. Throw it. And experience 
NES"’ like never before. 

So put on the Power Glove and put 
on the power of the future. 

The Power Glove. Everything else is 
child’s play. 


Look for the 
Power Glove in the 
Universal film 

THE WIZARD. 


N'inlaulo and Ninli'iiciii Kiitorla 
Double Draj?!!!: '' 



STEREO 




Princess Leilani was kidnapped and taken to 
Adventure Island in the South Pacific. The 
island is thick with tropical forest, caves, 
ocean and mountains. Many dangerous 
demons and creatures are waiting for you. Are 
you up for the challenge?! Can you live 
through Adventure Island to save Princess 
Leilani? 



If you think you have played the hardest of all 
video games, try this one. Each level has a 
different challenge; the higher the level, the 
tougher the challenge! Can you beat the 
monsters?! How many coins can you collect?! 
Are you ready for the challenge of your game 
playing career? This Is it!il 




SBiMeKJiTilU.R.i'S: 





Bomberman has been put to work in an 
underground compound at the center of the 
Earth. One day he learned that he can become 
a human by escaping from the center of the 
Earth and make it to the surface. He can only 
rely on bombs of his own production for his 
defense. Will Bomberman ever make it to the 
surface? 



In pre-historic times, where ancient dinosaur 
creatures ruled, the adventures of Dino-Riki 
began. A courageous young man. Dino-Riki is 
determined to establish mankind's future in 
this violent age. Dino-Riki must fight his way 
through lotus swamps, dark caverns, deep 
canyons, deserts and giant dinosaur bosses. 
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the only way for him to return to Earth is to physically enter 
wed upon Alex the costume and powers of GAMEPRO-the 


WRtreiV/JfaiST 


ARTDIReCTOR 




Chapters: 

BLASTER MASTERl 



THOSE CKEATURES... 
...THIS VEHICLE-I MUST 
BE IMSIOE -me SAME... 


WHERE 

■ AMI?. 


TOUCH" 
WHATWAS 
, THAT?.' 



I THANKS A LOT 
. ZAR001H .' I'D 
, APPRECIATE IT 

IF you WOUU> 

WARN ME ABOUT 

WHICH erne 

VOU'KETRANS- 
FDRTIAkiMS 4 
i INTO NEXT J 

Ltime.» J 


ZAKOOIH: 
WHERE „ 
ABE you? 


AURiaHTALEX... 

VOU HEARD THE 
bMAN... 


j^CANTMAINTAlM ^BKZiT^ 
^CONNECTION FOKLON<S...'lWU 
ARE ON STAGES... BUT X 
SENSE THE EVIL CARKLINGS 
ARE JBRZKTE HIPP6N SOME- 
WHERE ON STAGE 4... 


ZARDOTH?/ 


' I'VE PWVED ^ 
THIS GAME BEFORE 
... BUT I DONT 
RECOGNIZE WHAT 
1 LEVEL IM ON... . 
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/THIS ISA l7»LLy 1 
‘BIZARK6 GAME... I'M 1 
STUCK MILES BELOW 
THE GARTH IMA I 
. W(5KLt> FULL OF 
KAl>IOACnV6 MUTAM15.' 


1 VEHICLE'S IN GOOD SHAPE... we SOT THE 
WALL CLIMBING, DIVE, HVFER CANMOM5, 
L AMD HOVER OPTIONS ... 


rTAKSGNAL IS W 

I Well-stocked... j 

. 48 HOMING I 
MISSILES, 63 fl 
Thunder BREAKS 1 
AND A MAXIMUM 1 

LOAD OF 99 MULTI- ^ 
WARHEAD MISSILB 


/I'VE GOT 5 
/to DEFEAriHe < 
•^EVIL BOSSES ON 
lAa 8 STAGES TO 
t RESCUE MV PET , 
L FROG, FRED... J 


gS POWER LEVEL 
^S LOW THOUGH ... ^ 
HOPE I CAN Pick up a 

SOME POWER CAPSULE 
1 ON THE WAV... 



r IF MEMORV SERVES S 
MECORRECTLV.ICAN 
DIRECTLV BACKTRACK 
THROUGH STAGE FIVE 
TO get to stage _ 
k FOUR... . . m 


MUTANT WORMS! A 
BETTER TAKE THEM 
OUT BEFORE THEV 
.DRAIN MV REMAIN- 
_ ING POWER ,, 
K, RESERVES... i 


1 MULTI-WARHEAD 
MISSILES SHOULD 
V DOTHETOB! J 


uh-oh...soing‘ 
UNDERWATER! 
BETTERKICK 
- IN THE DIVE 
FEATURE To 
LMANUEVER... 


(■ ALRIGHT! ONE OFTHE V; 
‘ WORMS HELD A POWER ' 
CAPSULE I THIS WILL FULLV 
charge UPTHE VEHICLES 
St ENERGV FOPS 


r IKNOWTHlS " 
ISN'T A GAME ANV- 
MORE ...AND I 
\ CAN GET HURT... 


AND bingo! 
THERE'S THE 
POORWAV TO, 
y. STAGE (OUR! 
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OK,IM(MSTAS€R3UR... 
Bur HOW GUM I FWP 
-nne eviL MKKUMarir 

QWBeAN4WHa?e....' j 


/ IT MUST Be 
/ AUTOMATlCAUV 
V/ ■mACKIN'^THe 
EVIU CARKUNcj 
PRES6NC6...UKe i 
AHOMlMCr66ACON / 


rWHATSTHlS? 

me ION staff. 

IT'S ACTiNa, 
ON IT'S OWN.' 


NORMA U.V, I'D 
HAve TO CLIMB 
TUe LADD®, BUT 

THswAuaine- 
m FeATUHE 
MAKES THINiSS 
AWTeAsiei?... 


I /lOM staff! 

If ( POINTS UP... ' 
/ Guess THATS' 
. HWHeKei'Mr 
I I L.QOING.../J 


S' TKIS IS SO 1 

W6lKD...IFEeL. 

SO VULNERABte 

ouTsipetne . 
i VeHlCLE... i 


'^ENPOF V 

’ THE RID6...' 
I HAVE TO I 
GOONtOor, 
• FROMHEKe' 
^ON IN...J. 


TOW.'STINGING 
.. TONGUe.' y 


irsine 

MUTANT 

BOSS.' 


gotta REMEMBeK ™ 

THE BOSS CANT MOVE 
WHILE IT'S TONGue , 
IS eXTENDeP... I 
OUST STAH LEFT OF < 
THE fONGUe AND < 
- FiKe.../ 
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T IT'S FKeezA 
ina iNTHeKel 
ITSSOM(?K..J 

.AHEAD OF / 

M: 


WHAT-STHAT.'?] 

thatsnotI 

PART OF, I 

kTHIS^AMe! I 


■ THIS I5NT 1 
A PART OF 
BUSTER MASIER! 


’ WHAT “ 
AKeiHESe 
)TrilNSS? 


'WHATARS 
THEH DO|Me 
• HeRE!? 


5 THOse IMASes^ 
TH^’KSOF PeoPLB 
0N6ARTM...THEH 
SffiMTOBePUMINS 
.... VIDEO SAMES?' 


ILL... ALMOST AS ' 
IFIHeVRE BEIN^ 
■KVRHOTlzePPn 


^ THIS IS ' 
DgFINITELV 
NOTA SAME 
,^ANVMORe...'^ 


TO BeCOMTlNUeD.' 


Mover 


^ ■ 'x.- 





/ : yaH 


J| 







600P... RATH6K 3 







Defe^ttie grotesque aricT' 
teje medalUons! 

ul^lehge. *Ekape the molten la^pits 
^nd?earing heat beneath the earth's crust! 

speed through labyrinthine 
'^yems^tfsubterranean springs! 
Chailenge. Solve the riddle of the 
medallions! 

Xhallenge. Disarm the Doomsday 
^uce that looms over Demonhead! 
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22904 Lockness Ave., Torrance, CA 90501 


>late Zip 

relephone ( ) 

D Send More Information 

ID Enter My Name in the Sweepstakes 



BEuuiimiifoi 

TOWWJMMEa 


SmI of Quilitv 


Telephone ( ) 

CD Send More Information 

CD Enter My Name in the Sweepstakes 


# 2-Player Ready! 

^S'Tournament Mode ' 

True 5 on 5 Game Play 

# Slam'n Jam 

# Player Substitutions 

^ Player v.s. Player Mode 

# 2-Players v.s. Computer Mode 



VIC TOKAI SWEEPSTAKES 

22904 Lockness Ave., Torrance, CA 90501 



City 













ByBaryBaMt 

River City used to be a nice piace 
to live. No\a/ it's not even a nice 
place to visit. Run by the notorious 
“Slick" and his gangs of students 
and evil bosses, it's a city held cap- 
tive by fear. You are Ryan, a River 
City street fighter with a score to 
settle. After reading a letter from 
Slick you learn that he's kidnapped 
your girlfriend, Cyndi. If his de- 
mands aren't met, Cyndi is history. 
Your task in this new title from 
American Technos: set out across 
town \A/ith your friend, Alex, to res- 
cue Cyndi! 

River City features the same 
great action found in Double Drag- 
on (also created by American 
Technos) combined with a role- 
playing twist. You and your street- 
fighting buddy (River City Ransom 
has two-player simultaneous play) 
take on numerous baddies and 
thugs in flat out battles before you 
reach Cyndi. Each thug you kill 
earns you extra money for 
weapons, tricks and health points. 
As you move through this game 
you build your character’s strength 
and skill through careful strategy. 
There's no set pattern-through in- 
genuity you create new characters 
and even brand new tricks! 

As they say, "When the going 
gets tough, the tough go shop- 
ping.” This is important to remem- 
ber in River City Ransom because 
street toughs can shop ail they 
want. You'll never run out of things 
to buy. Look for the tour malls filled 
with drug stores, shoe shops, 
restaurants and other places to 
spend your hard-earned cash. The 
restaurants come in especially 
handy when you're down on 


health. Hey, you can even store 
food for later use in the game when 
a mall is nowhere in sight. Carefu I 
shopping insures that you'll have 
the reserves to outwit the thugs 
every time. 



Sni aacks In a tlna. 

Getting across town isnt a walk in 
the park. Street gangs attack from 
every direction. Survive their count- 
less assaults, only to face their 
leaders. It’ll take every ounce of 
your strength and some real quick 
thinking to win against evil bosses 
like Blade and Turk. 

Keep track of the things your 
opponents tell you. This valuable 
information helps you on your 
quest. You’ll find you need to go 
back and forth between levels to 
fight the various evil bosses. To 
beat many of the tougher enemies, 
you’ll need special weapons. 



River City Ransom includes 
three kinds of weapons. First, there 
are weapons you find on the street 
-like tires and crates. These come 


in handy, especially if you can grab 
them and throw them at enemies. 
Get tires rolling, jump on top, and 
you can run right over your enemy! 
Next are traditional gang weapons 
like chains and brass knuckles. 
Grab these from your enemies and 
use them yourself. Swing or fhrow 
them to your best advantage. 
Sometimes the best weapon is an 
enemy! After you’ve knocked him 
unconscious, pick him up and use 



Tata one enemr at aneOieF. 


him to hit another opponent. The fi- 
nal, and most devastating, of your 
weapons are found in the book 
stores. The Stone Hands, Dragon 
Feet, Fatal Steps and other tricks 
you buy are Karate Moves that let 
you defeat even the toughest bad 
guy. You’ll definitely need the help 
of these moves to defeat Slick and 
rescue Cyndi. 

Keep your wits about you, and 
maximize your skills, such as agili- 
ty, defense, strength, stamina and 
will power. Remember, it’s up to 
you to save your girl and rid the city 
of the terror that walks the streets. 
Wth your skill and experience as a 
street fighter, you just might be 
able to do it-so what’s it gonna be? 
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right dealer. Your best bet: talk to all 
the waitresses, dealers, and other 
hotshot gamblers making their try 
for the title. Some just give you use- 
less Information, such as “I’m pret- 
ty," but others might give you some 
hot tips on the best table to take 
your chances on. 


By Bany Barth 


Are you ready to be a high roller? 
Well then, head for this casino in 
your slick black tuxedo, sporting a 
bankroll of $500. Become the 
Casino Kid™ and take your 
chance at beating the odds., Along 
the way you'll pass row after row of 
one-armed bandits begging you to 
take a shot. But skill is your game, 
not luck. And yai're about to test 
yours against some of the best 
dealers in the world. 

Winning your title as the Casi- 
no Kid isn’t easy. Sofel’s first title for 
the American NES market com- 
bines all the fun of poker and 
blackjack with a puzzle-the 
Casino Maze. 


Get hot tha trom ether gemhlert. 


As you head into the 
maze don't plan on, 
sauntering up to the first 
poker table you see. 

You’ve got 16 different 
. blackjack and poker deal- 
ers to beat and you’ve got 
to beat them in a particular 
order. You can pick your 
favorite game-blackjack 
or poker-to start with. But 
as you check out the 
casino you'll discover 
that you’re not going to ,, . 
getinonanygame?, -'•\Y 
until you 

. .'.'1 .. . 


P R 0 V I E W 




Don't worry if you’re a little 
fuz^ on the details of blackjack 
and poker. The manual goes over 
all the rules and terms used in the 
games. The poker of choice in 
this casino is Draw Poker--so 
check out the manual carefully 
and ante up! 

nWTB’: The Uachlaek heOers ere 


Take them for all they've got 
and you're ready for the ultimate 
challenge-the Casino King. And 
he’s not about to give up his title 
to some Kid! 


You start the game with just 
your $500 bankroll. Lose it and 
you’re back at the beginning of 
the game. If you beat all 16 oppo- 
nents-eight poker players and 
eight blackjack dealers-you'll 
have 1 million dollars in your 
pocket. At first you’re pitted 
against dealers and players with 
lesser amounts of money and 
skill. Beat each one and then 
head back into the maze to find 
your next opponent. As you work 
your way up to the real pros, you'll 
find the stakes increase and the 
players are more savvy. It’ll take a 
real poker face and a lot of luck to 
beat the top dealers and players. 


greedy tee eoea with your hets smf 


CBShio deers with eenttypeekets hi 
m One et eh. Pley It amservstive 


SooUhickCasImllUl 


teaedugl 


Oh, and don't forget to 
use your password! 
There’s no point in 
wasting a perfectly 
good lucky streak 
if your game is inter- 
rupted and you’ve got 
to come back later I So, 
if you're feeling lucky just 
slip your favorite rabbit's 
foot into your pocket and 
show them that you're the 
Casino Kid. 


ILLUSTRATION: FRANCES .MAO 


tradsAiaii^ of.Solet. 




TME^ c5Sf Ro* 1 . 

THEN VOUR ULTIMATE RIVAL 
UILL ACCEPT VOUR CHALLENGE.^ 

GOOD LUCk. CASINO 


SdSO 
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PROVIEW 


Ista. 

But you CAN save the day (you 
knew that was coming, didnt you). 
Journey through the five chapters 
of this story as Isfa. Travel through 
time zones, cities, dungeons, 
mazes, and palaces. Ride magic 
carpets, find the time doors, relearn 


your magic 
spells, build up your ex- 
perience, and enlist the aid of a 
small army of allies. Succeed and 
you’re ready to defeat Sabaron. 
Sounds easy, doesn’t it? Well... 

As in all good role-playing 
games you start out pretty wimpy! 
No problem! With a lot of skill and a 
little luck you’ll turn wimpy into wow! 
Be a warrior, saint, or magician, de- 
pending on whether you choose 
strength, weapons or magic as 
your strong suit. Before the game is 


It’s usually great to be Isfa-but 
you’re having a bad day! Your 
girlfriend was kidnapped, your 
memory is gone, and you don’t 
even know when-let alone where- 
you are. Princess Scheherazade is 
missing, and it’s no secret that the 
evil wiz Sabaron is the one who did 
it. To make things worse, Sabaron 
has let loose the demon of destruc- 
tion, Gorgora, and the whole future 
of Arabia is in doubt. 


Yott't rm hito aO kimla at enemies eutsiile 
at We tinms. 


over, you’ll need to 
learn skill in all of these areas, but 
starting as a warrior makes sense. 
You’ll meet a pretty endless supply 
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of enemies once you set foot out- 
side one of the many towns you'll 
encounter. Use the sword or the 
magic rod to defeat them and col- 
lect money and experience points. 
You’ll need plenty of both. 

PK07P: leamiB about the Hapia 
tree is a top priority. It you plant a 
thpihi seed at the p^ then travel 
back to the lutiuv, you're m lor a 
pretty pleasmit mvi^esouKtlmg 
Mfre wumuw the lettery. 0! course, 
yeu'P have to pbttt the seed ihu^ 
awAhdxn Sola' Ec^ae, hut that's 
no proUem. 

As always, towns are important. 
Buy necessary items’like bread (for 
restoring hit points) and mashroob 
(tor restoring magic points), as 

well as other useful items. 


5i; 

> mimi 

UE SHOULD HAUE DEFEATED 
SALAMANDER 


Slake sure to vistt Uie terns. 

PROTP: Bargain vnth simp keepers 
lor good deals, hut deo't overdo it ■ 
tlayB kick you out 

Some towns also have casi- 
nos, mosques (for getting pass- 
words when you want to take a 
break from the game, change 
character class, or resurrect dead 
allies), and other special places. 
You can even hire troopers-your 
basic warrior types-to aid you in 
special battles. 



Outside the towns, you fight 
enemies one-on-one (or tour or 
five-on-one in many cases). Every 
once in awhile, you'll run up 
against powerful groups of ene- 
mies that can attack in magical for- 
mations. By combining their ener- 
gies, they can unleash fearsome 
fire storms, earthquakes, or other 
random devastation on you and 
your party. Fortunately, as you 
gain allies you, too, can make 
formations. 

nwiv: The Uhra leruiaiieo-con- 
slsthig alyou. Bun It/leca fmdHe- 
ham-works es/wciaHy weB aganst 
the Ah' Spuad (Paiularm and Corsa), 
hath hy kicreasing your delense 
and letthw you cast the extra potv- 
erhd Kkmibum spot (vvladi htms 
them ate Ikvvvorks) Pool! No more 
Am Squad. 



learn te use all the magic lermaUens. 


Some of these encounters are 
simply more than you can handle. 
When in doubt, run! 


At the end of each chapter 
you're up against a major demon, 
one of Sabaron’s lieutenants. 
They’re not too hard to defeat. Just 
make sure you have a password 
ready in case you blow it! On the 
other hand, defeating the demon 
Gorgora is a lot harder. 

Along the way you’ll need to 
solve a few tricky puzzles. Read 
your manual carefully. It’s got more 
than enough hints to guide you 
through this and almost every part 
of the game. Save passwords as 
you go, just in case you need to try 
playing an area several different 
ways. Remember, you can make it 
to new levels without compieting 
every aspect of the one before, but 
you might have problems later on! 



/?{tM eeemles InslUe el the Palace. 


Beginning and intermediate 
role-players should get plenty of 
action, excitement, and challenge 
in this new role-playing title from 
Culture Brain. Advanced players 
will have several hours of entertain- 
ment as they complete each quest 
and explore each part of the world. 
So slip this cartridge into your NES, 
mutter a few magic words-Open 
Sesame, or perhaps Abracadabra 
-and get ready for an Arabian ad- 
venture that even Ali Baba would 
have enjoyed. 


, ILLUSTRATION: ERIC LEE 
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Long 
before 
the ad- 
vent of the 
video game, 
families sat to- 
gether in their liv- 
ing rooms enjoying 
the classic games. All 
time favorites like 
Chess, Checkers, Parch- 
es!, Life, Backgammon, and 
of course. Monopoly, set high 
standards for great family enter- 
tainment. Fortunately for game 
lovers everywhere, some of these 
same great classics are avail- 
able for play on your favorite 
video game system. Here’s a 
look at three classic games 
ready for your family to take 
home and play on the 
Sega Master System. 


The object of 
Monopoly, as most everybody 
knows, is to get rich and make 
your opponents poor! Monopoly 
for the Sega Master System, lets 


you and up to nine friends pursue 
this goal at once! There are many 
ways to become wealthy and win 
the game, but just as in classic 
Monopoly, most of the ways in- 
volve buying, selling and renting 
property. 

Begin the game by choosing 
your favorite token. All the 
Monopoly classics are 
available-the dog, the 
hat, the locomotive, the 
car and more. What’s 
most exciting, 
though, is that 
the tokens, and 
the rest of the 
game, are 
beautifully 
animated. 
Now it’s as much 
fun to look at as it is to 
play. Yes, video Monopoly 
gives us the added thrill of 
watching the dog trot down the 
board to take possession of Park 
Place, the hat glide into Jail, 
and the car zoom 
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DON'T 

TOUCH 


INTRODUCING U-FORCE; THE REVOLUTIONARY CONTROLLER FORYDUR 
NINTENDO ENTERTAINMENT SYSTEM? SO HOT, NO ONE CAN TOUCH IT. 


Now you can feel the power without touching a 
thing. It’s U-FORCE from Broderbund®— the 
first and only video game controller that, 
without touching anything, electronically senses 
your every move. And reacts. 

There’s nothing to hold, nothing to 
jump on, nothing to wear. 

U-TORCE creates a power field 




that responds to your every command — making 
you the controller. It’s the most amazing 
accessory in video game history — and it will 
change the way you play video games forever. Ifs 
the ch^lenge of the future. 
U-FORCE. Now nothing comes 
between you and | 

TM the game. 


Bradeitund- 


NIntando and Nintendo Entettalnment Syilam am regMemd tradanwlo ol Nintendo otAimrIea Inc. ® 1B89 Bratferbund Softwan. Inc., San Ratad, M 




into the depot at the Reading 
Raiiroad. 

A quick roll of the on-screen 
dice, and your game is unden/vay. 
One added benefit of the video 
version of Monopoly is that the 
computer is always willing to take 
you on. So, if you cant find a bud- 
dy who’s ready to play, the com- 
puter will supply opponents at the 
skill level of your choice (begin- 
ner, intermediate, expert). 



PROTT: eonwuler oupmeats may 
ngressively, tnying every propep- 
ty they lanp oa! They're also not 


Ues, ml won't take "no" lor m an- 
swor It you Iwn town an oiler to 
buy one el you’ properties. 

Overall, Sega’s Monopoly is a 
great game, packed with almost 
all of the options available in the 
original board game. Once you 
get the hang of this video version, 
you’ll realize that it’s the same 
great Monopoly we’ve ail come to 
know and love. So here’s your 
chance to feel like Donald Trump 


-purchase properties, create mo- 
nopolies, and build houses and 
hotels-all so you can drive your 
opponents into bankruptcy by 
charging outlandish rental fees. 
So grab your favorite token, roll 
those dice, and head for the 
Boardwalk! 


Shanghai has all the makings of a 
classic family game-it’s easy to 
play, several people can play at 
once, and it’s extremely addictive! 

Loosely based on the ancient 
Chinese game of Mah-Jongg, the 
object of Shanghai is to remove 
pairs of decorated tiles from a 
pyramid-like formation called the 
“Dragon.” There are 144 tiles in 
all: dots, bams (bamboo), craks 
(characters), dragons, winds, 
seasons and flowers. 


tiles 


You can remove a tile if it’s 
“free”-if there are no tiles above it, 
and if it’s open to the right or left. 
Since the Dragon is multi-leveled, 
the trick is to carefully remove 
pairs of tiles without trapping any 
other tiles you’ll need later on. 

The tiles you remove must al- 
so match. That is, a Five Dot must 
match a Five Dot, and Four Bam 
must match a Four Bam. Flowers 
and seasons are the exception to 
this rule. You can remove a sea- 
son with any of the other three 


seasons. A flower can be paired 
with any of the other three flowers. 

Shanghai has all kinds of op- 
tions for different amounts of piay- 
ers-a quality shared by many 
great family games. No one else 
around to play? Then enjoy a 
game of solitaire. There are no 
time limits-the more tiles you re- 
move, the better your rating. 

In the tournament mode an 
unlimited amount of players can 
compete. All remove tiles from the 
same Dragon and the best five 
scores appear on a subscreen af- 
ter each round. 



Team up with a friend and 


play another team in a Challenge 
Match. In Challenge play teams 
compete, working on the same 
Dragon formation. The object is to 
remove the most tiles within a set 
time limit. If your team can’t find a 
legal move in a designated time, 
the turn passes to the next team. 

If you’re really stuck, a special 
“Help” menu allows you to identify 
partially-hidden tiles, back up a 
move, show all possible legal 
moves, peek, or change the 
background music to something 
more to your liking (such as 
“silence”!). 

Like Sega’s Monopoly, Shang- 
hai features colorful, detailed 
graphics and an addictive quality 
that will keep you plucking video 
tiles for hours. 
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The Portable Puzzle for your 
Game Boy System 

BOXXLE IS the go-anywhere brain teaser that 
makes action games look easy. Your challenge 
is to move the boxes into their proper spaces 
and clean up the "warehouse.” Sounds simple? 
Just try it! You need more than manual labor to 
win, it takes brain power to beat BOXXLE! Once 
you clear a screen there’s another. And another! 

Each more difficult than the 
last. Over 100 screens! Plus 
you can choose which 
screen to play or use the edit 
function to create your own 
screens. Get your Game Boy 
ready to go. You’ll never get 
bored once you get BOXXLE! 

■ 108 screens 

■ 3 edit screens 

■ Password memory 

■ Animation and synthesized sound 


Put 
Your 
^ Brain in 
^Action 




FCI» 

Not Just Kid Stuff 







Are you mean enough to take on 
I the Mob-and win? Here's your 
chance to find out ’cause that's 
I what it takes to beat Sega’s Dead 
Angle! it's six rounds of non-stop, 

I gangster-blasting action straight 
from the arcade! 

The year is 1931: The Gang- 
ster Era. You are George Phenix, 
the meanest criminal investigator 
in the country. Robert King, the 
King of the Mob, has busted out 
of jail and he’s after you! He’s kid- 
napped your girlfriend, Jane. It’s 
his revenge for putting him be- 
hind bars. You’ve got to get Jane 
back before time runs out! 

Start the game with a pistol. 
Control the gunsight on the 
screen to target your shots. At dif- 
ferent points in the game, grab 
machine guns with 300 bullets. 
Then you’ll really let the lead fly! 


PROTT: If you've got o RapU Fire 
Coolpoistlekonitaiiunvuall, try 
ItmthlUsgaaK.n'sttehavmga 
lug-Om TeiooiyBm! 
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Guns Across the Water 


In your first battle face the 
Enrico Family on the 
streets of Napoli, Italy. 
They’re 47 strong and 
after your blood! As 
you blast away, the 
Enrico gangsters 







PBOTK Set the veweta<e hi the op- 
ange sihts tirst! They shoot tho 
fastest oloH. 

ILLUSTRATION: PAUL WENZEL 


PIWTP: Watch yew sHwaette caps 
tuBy. It It tttpns Poe, yoii'peiaa 
gmgstep twget site. Move fast op 
yatpe done Iw! Oack hy wesshig 
Button 2. Tin's tactic mW save you 
when aB else 


burst through windows in the street 
and drop from upper levels of 
buildings. Pick them off as soon as 
they hit ground or they'll get you. 


PBOTB’; Don't shoot at enanles 
juitfng tpom n^^s w leSgss. 
They we BivWispahM wlOe ni the 
«p am Its a waste el yew tme. 
Wait lata they hit the gpoum, then 
me away. 

Some even run, roll and shoot 
from the ground. Watch out for 
these bad guys-they’re really ac- 
curate! Shoot well and the enemy 
counter reaches zero. But the 
round isn't over yet. Here come's 
the Round Boss, Don Enricol He 
heads into action with a Tommy 
gun. If Don gets in front of you 
for more than a second, you've 
had it! 

Survive and head to New 
York's waterfront, then to a seedy 
hotel lobby. In each round you 
face more gangsters who move 
faster and shoot a little straighten 


PDOTP'.ThehestovepaBtacOeis to 
HssDSte bosses at the erne M the 
sBhouettemil shoot as last as yen 
can/ 


Clean up the Big Apple and 
you hit the streets of Chicago with 
guns blazing. Blow it away and 
you're ready for the big show- 
down-you against King in his 
Mobster-filled Chicago mansion. If 
enough to beat him, 
Jane and it's a happy 
Mess up and it's the Big 
Sleep for you! 


The Bosses 

Each round of action gets pro- 
gressively tougher. And each 
Round Boss gets meaner! There 
are six in all, including the Big 
Boss, Robert King. Some have 
Tommy guns, like Don Enrico. 
Some, like the first New York Boss, 
Don “Two Gun” Salvatore, are ex- 
perts with pistols. Some even throw 


grenades I The way you fight the 
Round Bosses makes or breaks 
your game. You wont get to go on 
to the next round until you've blast- 
ed the Boss. Re- 
member, you'll have to hit each 
Boss eight to 15 times to win. 

Bonasns sid Estra Uvss 

Want extra lives? It's simplel You 
get extra lives at 30,000 points, 
then at 100,000 points. Since you 
start the game with three lives, 
you've got a total of five lives to 
beat Dead Angle. It doesn't 
sound like much, but pick up the 
First Aid Kits that come your way 
and things won't go too badly. 


C3 



PROTP: Evwy FiPstBlilKItyeugpah 
peDuces the amount ol damage 
you’ve pecalved hy one tbrnd! mt tut 
with tinve shots am you lose a Me. 
So, FhvtMUKItseau mean the dB- 
fwmnx betwam life amdealhi 

Hey, but waiti You've also got to 
remember that the rounds of 
Dead Angle are timed I Clear the 
round with time to spare, and get 
bonus points for every second 
left. But fail to clear the round be- 
fore the timer reaches zero, and 
you'll lose a life. You've got to 
shoot fast! 

The excellent graphics and 
sound are on par with Sega's 8- 
Bit best. The action is right out of 
the arcades. So go ahead. Get a 
Dead Angle on the bad guys and 
let 'em blaze I 
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ByB.AJ. 

Beep! Beep!™ You are the Road 
Runner, off and running through 
the desert. It’s just an average day 
of hopping around looking for bird- 
seed-or so you think. Suddenly it’s 
Wile E. Coyote,™ hot on your tail, 
and Is he ever hungry. Wile E. is 
going to use his genius mind to try 
and catch you for lunch. You’re 
pretty fast on your feet, but it’s go- 
ing to take more than a bird brain 
to get you out of this predicament. 

You’ve got three chances to 
beat Wile. To keep safe you’ve got 
to avoid the dangers of the desert 
as well as the crafty coyote. The 
desert is loaded with traps-from 
falling rocks to speeding trucks. 
Boulders bounce off cliffs-if they hit 
you on the noggin, you lose a life. 
Speeding trucks don’t stop for any- 
thing-especially Road Runners. 
Keep your eyes on the road or 
you’ll run off a cliff. 



HiSfe f. Coyote mto It anil get extra 
points! 

Even though you’re on the run 
you’ve got to gobble down all the 
birdseed you can find. 

You still think you’re fast 
enough to outrun Wile? Well, watch 
out because he becomes the 
fastest coyote on earth when he 
hops on his rocket skates or climbs 



PBOTB’: Every time you grab a pile 
ol blriseei the peint value el the 
next 0e Increases up to 1,0B0. But 
miss uue anp you’re hack to 100 
points! 


PBOTW: It you run too last lor too 
long a instance. Wile will Imp en his 
rocket skates to chase you. 

Wile's clutches when he uses 
these secret weapons against you. 

Just when you think you’ve out- 
foxed Wile you'll discover that he’s 
got a few other ideas up his sleeve. 
He’s planted mines and cannons 
all over the desert to trap you. 

Keep hopping to avoid stepping 
on mines or getting blasted by 
cannons. 

Road Runner for your Atari 
2600 has all the excitement of the 


into his rocket. You’ll 

have to dodge like crazy to escape 


That cayote Is smarter Uiae you (Aiwgttr/ 
im's out steel siml uile seme el the hh’il- 
seeil ones. The shot mm't Iwrt you, hut 
sneaky WHe has a mageetl He'S use tt to 
try amt catch you while yeu’re IlSeS with 
steel simt 


arcade classic. So stay fast on 
your feet and keep watching those 
Saturday morning cartoonsi That’s 
all folks! 


44 GAMEPRO Magazine 


Road Runner, Beep-Beep and Wile E. Coyote are registered trademarks of Warner Bros., Inc. 










NINTENDO® ENTERTAINMENT SYSTEM 
HAPP PROFESSIONAL CONTROL PAD 


Realism brought to its ultimate with the new Professional HAPP 
Control/Pad Replacement JOYSTICK for use with Nintendo 
Entertainment System. Quality, precise, durable, reliable... 
8-way superswitch, slow motion selector, positive response, 18 
shots per second turbo rapid fire to improve your overall action 
game efficiency. INTRODUCTORY PRICE $34.95 



HAPP JOYSTICK 
MODEL 5000 

Features microswitches for 
precision control. Reiiabie, 
durabie, excellent value. For 
use with ATARI, COMMODORE 
home video games. 
INTRODUCTORY 
PRICE $17.95 


HAPP JOYSTICK 
MODEL 300X 

Features suction cups on base 
for high performance. For use 
with ATARI and COMMODORE 
home video games and com- 
puters. Has top and trigger 
buttons and dual base fire 
buttons. 

INTRODUCTORY 
PRICE $10.95 


Add $3.00 to each HAPP JOYSTICK ordered for shipping 
and handling. ORDER TODAY.. .Send cash, money order or 
check. No C.O.D.'s. 

SATISFACTION GUARANTEED. HAPP JOYSTICKS carry a 
one-year unconditional warranty. 

'Nintendo* and Nintendo Entertainment System* are trademarks of Nintendo of America, Inc. 


These HAPP JOYSTICKS are available at K^bee Toy Stores 
and other fine retailers. Or ORDER DIRECT from: 

Happ Controls, inc. 

Manufacturer of Efectronic Controls 
108 Garlisch Dr. • Elk Grove, IL 60007 

(312)593-6130 

Telex: 297249 CONTROLS • Fax: (312) 593-6137 
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If you’re ready for a mind game 
and an adventure in optical cir- 
cuitry, Defiektor is a must for you. 
This addicting adventure in laser 
logic lets you check out all the an- 
gles and show off some skills you 
probably didn’t even know you 
had I 

Your task: control a laser and 
guide it to its home receiver, com- 
pleting an optical circuit. What? 
You’re not an engineer? No prob- 
lem! Using all the latest in laser 
technology, along with the help of 
quite a set of complicated appa- 
ratus, you’ll build optical circuits 
with the best of them. Use mirrors, 
reflectors, refractors, polarizers, 
absorbers and fiber optics to 
work your laser around the almost 
maze-like obstacles and head it 
toward its home receiver. Use 
these items to your best advan- 
tage. For example, rotate mirrors 
to reflect your laser in the direction 
you need to go. 



flWTR HtM jrw IMMatr JOT* 
Imp OmtA t nBncttf, wM M 



> Sounds fairly simple, but there are 
a few complications. If you drain 
all the energy from your laser, you 
5 - won’t make it. One way your ener- 
I, ■ gy gets zapped is by circuit over- 
load. This happens 
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when the laser reflects back on it- 
self (total reflection), hits mines 
and creates a power surge, or 
overextends, making the length of 
the beam too long. 


the middle of an optical circuit. 
They're making mischief! They'll 
sit on your skillfully positioned mir- 
rors and reposition them just 
when you need it least. If they’re 
wreaking too muoh havoc on your 
carefully planned circuits, you’ll 
have to do them in. 


rnnp-.omnimBrmmtimt 

mBliPBuatUdatTonm'n 
Mfest ff Jkrf mttw Om Mf 
MW- 

Deflektor, by Atari, is an origi- 
nal and exciting addition to the XE 
line-up. In addition to laser light 
action, the game offers popular 
features like the high score board, 
a practice mode, and level and 
sound select. So settle back-you 
won’t need a calculator or a slide 
rule! Just all the logic and skill at 
your disposal. And remember not 
to overload, or it’s lights out for 
you! 




level I* 
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But wait, there’s another com- 
plication! Even if you keep all 
these energy-draining problems 
in check, you’ve got another ob- 
stacle to face. The path to the 
home receiver is blocked by en- 
ergy cells. You can’t connect with 
the home receiver until you’ve de- 
stroyed the cells. Zap them in the 
same way that you search for the 
home receiver-by using all your 
apparatus to manipulate the laser 
until it hits the cells (and the cells 
blow up with a very satisfying 
boom!). 

Yup! There’s still another com- 
plication. Gremlins! You may 
der what Gremlins are doing 








TURBOGRAFX 





Doilge fremieti axemen. 


By the Eliminator 

■v.. 

"He who possesses the axe 
will have power" 

Legend has iljhat a fantatical cult 
tribe inhabits the'OevU's Den, hid- 
den behind the thick of the jungle.” 
They indulge in black magic to 
transform animals into vicious 
monsters with a savageryjo 
match their immensr; proportions. 

JVlQgt of the villagers have fled 
in terror. Those whP choose to re- 
' vrriain have to appease the wrath 
.j. of the cult leader, Jagu. by sacri- 
T^icing a victim selected from 
knong their own people. 

You are Gogan, a fledgling 
warrior, just returned from years of 
strenuous training for manhood. 

To your horror you discover that 
your beloved Flare was chosen 
as a sacrifice to the nefarious 
Jagu. But there's still time to save 
her! Armed with only battle scars, 
determination, and a mystical axe 
given to you by the village sage, 
you set out to endure six menac- 
ing zones of perilous encounters 
with a myriad of enemies. 

The Jungle 

With the agility of a trapeze artist, 
swing from vine to vine while 
off shrieking bats with 


your trusty axe. Dodge frenzied 
axemen who leap out from be- 
hind bushes. Destroy Jagu's 
miniature statues to reveal power- 
ups and increase the strength of 
your weapons. Blue and red crys- 
tals increase your point totals. 
Watch out for giant bears with fe- 
rocious tempers. They run quickly 
and swipe at you with skin- 
piercing claws. Take on one bear 
at a time. 

w 


-IT' ' • f .n- 
t V 




^ ,'^f r* ^ r^t • 

-r -r 

Fight the bears! 

Volcanic Cave 

It’s a hot spot of red piping- 
hot lava pits, spewing deadly 
balls of fire. Poison-spitting 
iguanas attack at every turn. Grab 
crystal containers to increase 
your attack strength. Let your 
strength meter charge full force 
as you narrowly escape being 
flattened by two gigantic runaway 
boulders. 




You'll need jamiiim shill In the mnunlalns. 

Danger isn't far behind as rugged 
rockmen, swinging axemen, and 
the deadly phoenix attack you. 
Use all your skill in jumping, and 
just the right timing, to escape 
these evil menaces. Grab power- 
balls from Jagu’s idols to recover 
your strength. You take on a 
grpen luminous glow as your en- 
ergy charge goes up. 


The Mountains 
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Hordes of blood-thirsty bats flit 
around to annoy you and distract 
your attention. Survival is the 
name of the game as you come 
face-to-face with spear-throwing 
ghosts. ^ 


you're besieged by scream- 
onkeys who grab and bite. 




The Waterfall 

Travel alongside a cascading, 
roaring waterfall. Frog-like crea- 
tures called Waterheads leap out 
of the river when you least expect 
it. Fend off flipping axemen with 
your powerful axe. Boost your 
striking power by snagging the 
"wing" item. Your axe strokes 
become faster and stronger. 



Swing Irom vine to vine. 


Jaga’s Maze 

It's a nightmarish labyrinth of big 
and small rooms. You can only 
move in one direction with no 
backtracking. Pick the wrong di- 
rection and you'll start again at 
the beginning of the zone. 



Beware of Suda, tho mysterious 
shrouded lady with the crystal 
ball. She'll hurl a ball at you. When 
hit by the axe, Suda is trans- 
formed into a bat. Battle Jagu's ^ 
evil sidekick, a monstrous zombie 
who flings fireballs'at you, Watcli 
out, he'll warp liimselt into unpre- 
dictable places, sometimes riglit 
on top ol you;' 



Evii Jagn. 


Jagu Himself 

Finally you're face to face with 
your ultimate foe, Jagu. He's no 
ordinary-sized enemy as he tow- 
ers over you more than ten-fold. 
Use all you've learned from your 
training and the powerful swings 
of your legendary axe to eliminate 
this evil menace. The climactic 
battle, and dramatic rescue of 
Flare is a scene you won't want 
to miss. 

You've never seen graphics ' 
like this! Crisp detail and vibrant 
color make scrolling through the 
different scenarios an experience 
in itself. The cascading waterfall, 
the rippling stream, flickering can- 
dles, and a beautiful mountain 
range are a just a few of the visual 
treats in store for you. In addition, 
the changing musical score really 
keeps the pace of the game going^. 
So come out swinging; you won't 
get a second chance. 
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YDUR^ 

WILLNEVERI 



and Genesis a 
and Forgotten World art 
of Carolco Intematij 


«ga of America, Inc. Ghoi 
:om. Inc. fUmbo 111 is a regi 
'ter, leleGenesis and alt otf 




I Games: These products are planned for future availabilit 


[andv^soldseparately. Each ilayer needs a Genesis consol 





VORLD 

SETHESAME 



Unretouched Photo 


Altered Beast, the Sega 
arcade hit, comes with 
the Genesis system. 
TeleGenesis Modem, 


Power Base Converter 
and other games sold 
separately. 



Genesis® 16-bit, The ultimate dimension in game play. 

For the first time, the powerful technology used in arcade games has 
come home to let you play games that look, sound and play exactly like 
they do in the arcade. 

Genesis brings games alive with vivid high-definition graphics. Voices, 
sounds and music so true they turn the game into a reality you can feel. 
Plug in a pair of headphones for stereo sound that surrounds you. And 
soon, with the TeleGenesis™ modem, you’ll be able to play against friends 
in other cities. Or across town. 

The incredible reality of Genesis could only be brought to you by 
Segaf the master of arcade entertainment. Creator of arcade block- 
busters like Out-Run7 Altered BeasC Thunder Blades Afterburner™ 
Zaxxon™ and Shinobi™ 

The power has been unleashed. The adventure begins. And this is just 
the beginning of the Genesis era. 





Soccer 


Forgotten World" 



Thunder Force II" Arnold Palmer 
Tournament Golf IT 


Tommy Lasorda 
Baseball" 


Hollo Fighter 







Ghouls *n Ghosts" 


Rambo III' 

And more to come. 


Last Battle" 







Four years have passed since the 
final fateful battle In Dragonland 
where, as Space Flarrier, you be- 
came a legend in your own time. 
Now Fantasy Land is sending out 
another cry for help-Dark Flarrier 
and his evil armies are ravaging 
the land. Once again you must 
head to Fantasy Land and use 
your superhuman abilities to fight 
through 13 different deadly levels. 
Each level is a journey filled with 
horrible monsters, indestructable 
pillars and countless other dan- 
gers to avoid or destroy. 

Fly, fight, run and dodge your 
way through each different area. 
At each level's end face a final 
fierce enemy Defeat these brutes 
and battle onward. Earn extra 



TJie bonus roimi. 


points by shooting unarmed air 
and ground targets during the 
two bonus rounds between levels. 
Read on to learn more about 
some of the dangers you'll face 
on your quest to destroy the Dark 
Flarrier. 

Leap out of your control cen- 
ter into Stuna area, the first level. 

PHOTS’: Push aiKl hoU the A button 
during Ok atte screen ami Mng up 
the mode selectkin screen. Pul the 
game an "easy" ddhculty md re- 
ceive an extra tie every 1,000,000 
points. 


Enemy fighter ships swoop to- 
wards you in attack formation from 
all directions. Avoid their donut- 
shaped shots as they fly past and 
then come back to get you a sec- 
ond time. Blast the trees 



tw« ^ nmm la 


Leyet 1. 

and alien bushes on the horizon 
that get in your way. Make it past 
the attacking dragon and watch 
lightning fill the sky as Trimuller 
heads in your direction. This fire- 
ball-shooting, three-headed turtle 
is only vulnerable when his heads 



PHOTS’: Concentrate Hrepower on 
each of the heads, and youS de- 
stroy him in no tnae. 


Make it to the third level and 
watch the sky close down above 
you as you fly toward snow-cov- 
ered mountains in Yees Land. 
Dodge indestructable trees with 
star-shaped tops. Shoot at jelly- 
fish creatures that try to slime you! 
Destroy the open-mouthed clams 
that cover the ground, while 
dodging humanoids and frogs 
that attack and shoot in waves of 



Levels. 


three. If you get past these ene- 
mies, you’ll face Brizard, an evil 
slug-shaped monster with a body 
made of fire. 



PfttTW: 

Hons 

theip shots, 
se keep nmhig and you waft 
getidtl 


Several levels later, number 
six to be exact, you’ll find yourself 
in Fallpyram. Flere stone faces 
pop out from behind you and use 
spiral patterns to confuse you. 
Avoid tripping over mini-piliars on 
the ground. If you fall, you'll find 
yourself temporarily disabled and 
shot by a winged devil. Skull- 
faced creatures fly over the pyra- 
mid city and swoop down to get 
you. Make your way through tall 
pillars and face the Wizard. 

This evil grim reaper splits 
into three smaiier 
bodies and spins in 
circles while shoot- 
ing at you. 
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ne Oark Harmn. 


Reach the end and Dark Har- 
ready tor mortal 
combat. He is an evil humanoid 
same superhuman 
abilities as yours. He also has 
special powers that let him disap- 
pear and turn his body into a 
spinning fire ball. Dodge and 
shoot it out until the best Harrier 
prevails. 

Space Harrier IHhe adven- 
ture continues with Sega and 
Genesis at their 16-bit best. 


Space Hamep S: The adveatwe ceatimes. 


If you make it to the tenth lev- 
el, head toward futuristic build- 
ings. Hope City is filled with mis- 
sile-shooting mechanical robots 
wholl try to ram you. Avoid trip- 
ping over rocks and running into 
wind pipe pillars. More enemy 
fighter ships appear to try and kill 
you before you reach Bins Been. 
This giant triangular-sided ship 
tries to ram itself into you. Position 
yourself right or he'li run you into 
the ground. 

If you get through all 
ing levels, youll find yourself 
ready for the final showdown. 
Dark Harrier is waiting for 
you! But first you'll have to 
face and kill all the large 
enemy creatures you beat 
on previous levels. They’ve 
come back to life to try and 
stop you once again. 
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Romance Of The Three Kingdoms 


Romance of The Three Kingdoms puts you into the simulated 
world of second century China. A role-playing war game, 
your ability to build and run an economy is as important 
as your ability on the battlefield. 



A Quest of Conquest 


Also Available For IBM PC 
1989 Strategy Game of the Year 
(IBM-PC Version) Computer Gaming World 


Government has collapsed and China battles 
with itself as warlords struggle for supremacy. 


Fight, barter, and trade your way to your 
ultimate goal: control of all China. But you 
can ’t do it alone. You ’ll have to recruit good 
subordinates and win their loyalty with 
bravery and gifts. Form alliances with other 
warlords, but know that they may not last long. 


During peacetime build dams and bridges, 
clear fields, many, train your troops, and give 
and receive loans of food and money. 


On the battlefield, fight on realistic terrain. 

Try to crush the enemy, but know he will be 
strong. Your shot at victory comes by carefully 
preparing your men and then giving the battle 
everything you have. A battery-backed memory 
means you can stop play at any time and 
resume exactly where you left off. 


Features Includes: 255 characters, each with a distinct personality; military, economic 
and diplomatic simulation; five different scenarios; ten levels of difficulty per scenario; 
play by one to eight; demo mode; complete instruction manual and historical notes; 


Poster Included. 


KOEL..We Supply The Past, You Make The History 





Nobunaga Ambition 


Guts and brains, not hand-eye coordination are the keys to 
success. Historically accurate, fast moving and easy to play. 
Death, unlike victory, comes easily. 



The Struggle To Become Shogun 

Nobunaga ’s Ambition is a rich and engrossing 
strategy game offering more than 100 hours of 
playing time. A battery backed memory means 
you can stop play at any time and resume 
exactly where you left off. 

The Shogun has fallen and complete power 
goes to the first one to grab it. Sixteenth 
century Japan is in chaos and you are a 
Daimyo war lord. Play your cards right, 
and all Japan could be yours. But around 
every comer lurks death and defeat. 

Increase the strength of your states slowly, or 
risk everything in a desperate all-or-nothing 
grab for power. On the battlefield, attack and 
retreat. Use terrain to your best advantage. 
During times of peace, build your economy, 
keep your peasants happy and your soldiers 
loyal, or risk revolt. Negotiate with other 
daimyos or simply send Ninja. Seize all the 
advantages you can. You ’ll need them! 



Features Include: From one to eight can ploy; two separate scenarios; 
jive levels of difficulty; battery-backed memory; Poster Included. 


KOEI 
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Altereil Beast 

(Sega Genesis) 

SauMiTest 

Simultaneously press diago- 
nally up and to the right on the 
[ control pad, buttons A and C, 
and Start. You'll hear all the 
great sounds of the Altered 
Beast. 


Phantasy Star 

'Sega Master System) 
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Samus with all the arsenals 
Ridley and Kraid are already 
dead, so go kill the Mother Braini 
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Y's, The Vailsheil omens 

(S^ Muter System) 

of the First Book MYs 

Make your way through the 

srssri-a. 

' Sing all the statues, using 

them to transport, and searching 

each area thoroughly. On the 

» floor you’ll find a blue statue. 

TOsShelorationofthedo^^^^^ 

the secret area where 
Book is located. To see the spe 

Sdoor and get into the rr^m 

with the broken pillars you 11 
need to use the mask. put 

the mask on! The secret dror 

appears and you can head in to 

collect the First Book (of course, 

you'll have to beat a nasty 


creature who's guarding it but 

that’s no problem, right. .)■ 


nWHs - 

Oilticulty Selectioa g 

During the title scre^^^ t ^ 

1 press Button t 0 ^ 

“Normal or ^e too good a 

I and blast away. 


eye.n.r. 

Level Se^t 

When you are at the beginning of 

the game, and if says Stuna area 

I push left or right to select any level 
But remember, you canf complete 

I the laf^f '' °ne of 

I the later levels. To end the game 
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Having trouble finding the 
Sword of the Legend? Look for 
it in Round Nine. You win it after 
beating a Death Monster. 
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With 27 stages of play, 12 weapons, 14 enemies, 7 Lords, 
6 extra powers, a room full of Idols, treasures, golden keys.. 
and more, RoboWarrior is set on a man-made planet where the 
human population has been driven underground by an evil, 
powerful army of marauders. 

RoboWarrior places heavy demands on the player's memory 
and problem-solving ability, as well as his aptitude for dealing 
with complexity. 

If challenge and complexity are what you're looking for, then 
RoboWarrior is the game for you. Ask for it at your favorite 
video game store, now! 

Why RoboWarrior is so exciting! 


12 deadly and powerful weapons 
defeat fearsome enemies. 


HYPER 

MISSILE 


SUPER 

BOMB 


CANDLE 


When collected, six powers step 
up the effect of the weapons. Here 
are two of these powers. 


MAGICAL BEE 


ENERGY 

CAPSULE 


THE ARSENAL! 


THE POWERS! 



RoboWarrior! Depth... 
challenge. . .mystery. . .electronic 
terror that pushes players 
to the limit. 

Here's the game Jaieco created as the answer [o 
what players have been asking us for... 

challenge. ..complexity.. .mystery.. .action. 

Destined to inspire a cult of its own, RoboWarrior delivers 
depth of play that takes the Nintendo Entertainment System® 
player to his outermost limits. 
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THE ENEMIES! 


MECHA BIRD 


THE LORDS! 


RoboWarrior’s 27 stages include 
7 Lords of Evil. Some of these are: 


GHOLEM, LORD OF STONE 


THE KEY! 


At the end of every game stage 
is the Key, necessary to exit to 
the next stage. 


RoboWarrior must find the secret 
way into the Room of Idois. 
Beneath some idois are hidden 
valuable objects necessary to con- 
tinue the game. 


LIAN, 

LORD OF AIR 


RoboWarrior has to eliminate as 
many enemies as he can through- 
out the game. Here are some of 
the 14. 


WISP 


GLOBULA, 

LORD OF AMOEBAS 


In certain stages the Chaiice 
appears, and unlocks the power 
of the key. Its magical powers 
help RoboWarrior toward his 
goal, so he must watch for the 
Chalice and carry it forward. 


WANE 


ROOM OF IDOLS! 






Mega Man II 

The best way to clear Mega 
Man II: 



Man 

Weapon 

Best Weapon 


AirMan 

Air Shooter 

Standard 


CrashMan 

Crash Bomber 

Standard 


MetatMan 

Metal Blade 

Standard 


HeatMan 

Atomic Fire 

Standard 


BiibbleMan 

Bubble Lead 

Metal Blade 


WoodMan 

Leaf Shield 

Standard and or 
Crash Bombs 


FlasiiMan 

Time Stopper 

Standard 

Hydiide 

QuickMan 

Quick Boomerang 

Standard and 
Time Stopper 

Password 

Inside Castle Arena. 

Dr.Wiley 

You Win! 

A combo all 
through this 
stage 


(Cragg Lake). To finish the game 
you have to run over the boxes In 
the following order: Sun, Waves, 
Moon. Star, Sun, Moon, Waves, 
Fish, Star. Fish. If you make a mis- 
take. the combination changes 
and you're out of lucki 

Christopher Lee, E.Cleveland, OH 


Adventures olLolo 
Cade to Last Room 

Flere's a code to the last room on 
the tenth level of Lolo, 

GCVT 


KDPNQHXNBJQ86D95 



Bernard Jahoda, East North- 
port, NY 


Mega Man II 

A Code Ion Dr. Wiley 

Flere's a code that lets you head 
straight to the end and go up 
against Dr.Wiley! 

Al, B2, B4, Cl, C5, D1, D3, E3, E5 
Richard Ericksen,Orinda, CA 


Chris Miglio, Harper Woods, Greensboro, NC 

MI 


OH, since the best strategy in Mega Man is 
such a hot topic, we know all you gamers 
out there will also have your own opinion 
about the best strategy tor Mega Man III 
Tell us how your strategy ditters from 
Chris' ■ Ed. 

Stnider 

End el Game password! 

Flere is a code that takes you 
straight to Matic in Strider! 




J L 
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Monish Patel, Greenwood, IN 


Alex Kidd In Miracle World 

I have a secret weapon for Sega's 
Alex Kidd in Miracle World. On 
the last board at the very end 
there is a room with pink boxes 


Rambo 

Beat the Last Guy 

In order to complete the iast 
round of Sega's Rambo, you'll 
need an S, an L, 15 arrow bombs, 
and at least ten men. Shoot the 
wall on both the left and the right 
side of the head five times each 
with arrow bombs. Then shoot the 
head five times. When the head 
blows up, walk through the black 
hole. 


Stephen Kopp, Hobe Sound, 
FL 
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Milan's Secret Castle 

Dear ASK THE PROS, 

A while ago I bought a game for 
the Nintendo called Milon's Secret 
Castle. Could you please tell me 
how to find the Saw? I can't find it. 
Travis Edwards, Milford, OH 


fO 


s- 


Dear Travis, 

As you probably know, Milon 
needs the Saw so he can cut 
through the bars of the window on 
the far right-hand side of the sec- 
ond floor of the castle. There’s a 
number of things Milon needs to 
do before he can get the Saw. 
Most importantly, you've got to 
have the Hammer. So let’s back 
up a little and check that you’ve 
completed all of the steps. First, 
beat Homer, the first giant monster, 
on the first floor. Next, head for the 
second floor of the castle. On the 
second floor search the Domino 


Room and the Hudson Room in 
order to find shops where you can 
buy the Lamp and the Vest. 
Once you’ve got these items 
take the plunge down the well! 
Find your way through the secret 
passage on the left-hand side of 
the well into the Fire Room. Here 
you ’ve got to beat the second gi- 
ant monster, Domer. Beat him 
and he’ll give you the 
Hammer. Once you’ve 
got the Hammer, beat the 
Octopus in the Fire Room and 
he’ll change into a red balloon 
and give you a lift out! Make sure 
and catch the balloon because it’s 
the only way out of this fiery spot 
if you’ve got the Hammer, at! you 
need to do is head for the Saw. 
This is located outside the castle 
on the first floor, in a little nitch 
above the ledge right to the left of 
the middle door. Jump up there 
and use your Hammer to break 
the wall open. There’s the Saw! So 
now you're set to head back up- 
stairs for your battle with Balcah- 
ma! 

ZMIbtneUmaaneMlM 

Dear ASK THE PROS, 

Please help me. In Zelda II: The 
Adventures of Link, I have no idea 
how to get to the Island Palace. I 
know how to get into the cave that 
leads to the Island Palace from the 
King’s Tomb, but the cliff is too 
high for my jumping magic. I think 
you have to get fairy magic to get 
over the cliff. But where do you get 
the fairy magic? 

Gregory Tobias, Houston, TX 

Dear Gregory, 

You’re right! To get over the high 
cliff and head for the Island 
Palace you need some fairy mag- 


ic. Here's what to do. Head for the 
dock town of Mido. When you find 
the church in town try to enter it 
Because the door is locked you’ll 
need to jump through the small 
opening at the top. Inside you will 



learn about fairy magic. Once you 
know about the fairy magic you 
can head back to the cliff, turn into 
a fairy, and soar over the high cliff 
and on to the Island Palace. 

U^ttevam It Seam's Ifmst 

Dear ASK THE PROS, 

I have two questions to ask you 
about Castlevania II. My first ques- 
tion is, I have found one of Dracula’s 
castles and have gotten to the end. 
There I find a glowing ball on a 
stand. Is this the end of the castle, 
and how can I retrieve this ball? 

My second question is, I have 
come to four different dead-ends in 
which I can't move any further be- 
cause I can't get past these obsta- 
cles. The first obstacle is the ceme- 
tery in the Sadam Woods. Here 
there is a huge step that can't be 
reached or jumped to. The second 
one is the Jam Wasteland. Here 
there's a huge wall that can’t be 
jumped. It comes right after three 
moving blocks in the little stream. 
The third obstacle is the AIjiba 
woods. You come out of an under- 
ground level right onto the bank of a 
large river with nothing there to help 
you to cross It. The final block is 
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found in the Camilla Cemetery. Here 
there is a large step over a small 
patch of water and Simon is not tall 
enough to reach or jump overit. I 
have the White Crystal and the Holy 
Water, but neither of these help me. 
Is there some sort of trick to learn or 
do I need to buy something in one 
of these towns to help me? 

Jackie Wojtanik, Ypsilanti, Ml 

Dear Jackie, 

The answer to your first question is 
yes! You've reached your objective. 
To get the glowing ball you've got to 
first purchase a wooden stake from 
a woman hidden somewhere in the 
castle. Once you've got a stake use 
it to hit the glowing ball. After it shat- 
ters, claim your prize! 

As to your second question, 
here 's the best way to handle the 
situation. You need to make sure 
you have the Silver Knife. Find it in 
the Camilla Cemetary. Drop some 
garlic there and talk to the stranger 
that appears. He'll give you the 
knife. You also need the Blue Crys- 
tal. Find it in the Town ofAIjiba. In 
the streets of the town talk to all of 
the people and one will exchange 
your White Crystal for a Blue 
Crystal 

Cnee you've got these items 
head to one of the four different 
dead-ends. Kneel and "use" your 
Blue Crystal and you 're on your 
way! 

saiA 

Dear ASK THE PROS, 

My questions are about the Sega 
game, Y's, the Vanished Omens. I 
am able to get Aron to the Tower of 
Doom where he has four books 
and a hammer. But I am stuok 
where he meets this little man 


called Raubi in this chamber. 
Raubi gives Aron a clue about one 
of the pillars along the passage 
being hollow and possibly a way 
out. But there are no pillars along 
the passage as far as I can see, 
and evil spirits rapidly drain Aron’s 
energy supply and all of his ener- 
gy before he can reach the end of 
the passage. I would like to know 
how to get Aron out of this dilem- 
ma or if I have overlooked any im- 
portant items or gone the wrong 
way prior to this point. 

Robby Dungan, Monmouth, CR 



DearRobby, 

You're partly right: there are no pil- 
lars on the eleventh floor. And the 
pillars don 't serve exactly as an 
escape. But they do make your life 
easier. Try this: After you talk with 
Raubi, wait until your life meter is 
full Exit and run back to the door 
on the left. Return to the tenth floor, 
and take the stairs on the right to 
the ledge with the pillars. Count 
five pillars to the right. Equip the 
hammer and use it to hit the fifth 
pillar. It will break, rendering the 
poisonous room harmless! If you 
continue to the right, you'll find a 
room containing Jemma. Get the 
amulet from him. You'll need it to 
fight Dark Dekt! 


LonI of the Sword 

Dear ASK THE PROS, 

In Lord of the Sword for Sega, how 
do you destroy the book by throw- 
ing it into the mountain of fire? Al- 
so, how can I get into the Balala 
Valley? 

Andy Thoreson, Toldeo, CH 
Dear Andy, 

Lord of the Sword is a game of 
steps. There are a number of 
things you must do first before you 
can destroy the book and get into 
the valley to destroy the goblin. 

The book can be destroyed after 
you have defeated the five guards 
at Elder Castle. Go to the villages 
of Lindon and Dwarle and replen- 
ish your life meter. As you leave for 
Mount Morgos, you will find a set 
of "steps" leading upwards. Fol- 
low them to a screen where you 
fight the Goblin! If you beat him, 
you'll win a special item to fight the 
Fire Spirit. Win that battle and 
you'll be able to destroy the book. 
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A lalry ilms yea llie magic Oees. 

The ever-familiar yellow ball Is 
still PacMan's favorite pill to swal- 
low, Watch the ghost monsters 
freak out as you turn invisible, walk 
backwards, turn upside down, or 
freeze in mid-air. Freezing in mid- 
air before the end of each round 
gives you extra points, depending 
on how artistic your pose is. 


TIk Desert 

Look for the mysterious skull. Don’t 
get too close or you’ll find yourself 
sucked in by quicksand. Some cacti 
have hidden balloons. Grab these 
by pushing the stumps in the op- 
posite direction. Find that special 
balloon that earns you 7,650 points. 

ne Woods 

Ghosts come springing by on 
pogo-sticks. Some drop their poor 
offspring from planes hidden be- 
hind the dense forest. Grab the 


By the Bmiaator 

PacMan is back, and he’s on a 
heroic mission: to safely return a 
lost fairy who has mischievously 
strayed from fairyland into Pac- 
Land. As PacMan you’ll face all 
kinds of pesky ghosts, monsters, 
Blinky, Pinky, Inky, Clyde and Sue ■ 
all out to foil your plans. Stout- 
hearted and patient as PacMan, 
you’ll outwit them ail with your fan- 
cy footwork and tricks. Complete 
your journey, deliver the fairy past 
the door and you’ll get a pair of 
magic shoes that let you fly home 
to PacLand. 


There are eight enchanting 
trips ahead of you, with four 
rounds each. Here's a look 
at the exciting world of 
PacMan and his family. 


The Street 

As you Stroll down the 
seemingly peaceful city 
streets, watch out for 
ghosts in windows, airplanes, 
double-decker buses, or jaunty vil- 
lage cars. Don the helmet to catch 
baby monsters dropped from hov- 
ering helicopters. Get the helmet 
by pushing the fire hydrant in the 
opposite direction. Jumping on fire 
hydrants makes fruits such as 
cherries, strawberries, apples, 
peaches, and delicious grapes, 
appear to increase your score. 


UkV' 


8gmiy,miiy,n*y.ayilaaalSaailng 

tUagaeayeelataaml 


power food for big points. Discover 
that pushing certain tree stumps 
turns you upside-down or lets you 
walk backwards. This doubles 
your score! 



ne modal 


The Ghost House 

You’ll find many deadends in the 
monster house. Pick up keys along 
the way to open doors and find your 
way through this creep haunted 
mansion. Hit a deadend and you’ll 
find yourself chomped for dinner. 
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ne Bridge 

Work you way across the broken 
bridges, and catch the boats that 
appear when you cross the bridge. 
The bridges extend so you can 
cross easily, but they’re short, so dont 
lose your footing. Watch out for water 
poles that shoot out of the water! 


The Mountains 

It’s a breath-taking vista of scenic 
mountains. Cross over steep cliffs 
on spinning and rolling logs. 
Clouds shift up and down to help 
you climb to rocky platforms. More 
ghost-piloted planes fly by when 
you least expect it! 



Hitch ua lor spimm logs ki the 
aoaalokis. 


neLakes 

Use your trusty springboard to hur- 
dle lakes of different lengths. Sim- 
ply run and jump while rapidly 
pushing Button I to make the jump 
last longer. Learn to jump well or 
you’ll drown! 



Usoyoursiirkwhoanllo vmllimiss 
bkos. 


Tiw Door to Fairy tend 

Once you enter Fairyland, you’ll be 
awarded a pair of magic shoes. Fly 
back home to Mrs. Pac and Baby 
Pac. Gameplay ends with the en- 
tire cast of characters, ghosts and 
all, bidding you goodbye! 



Syo hyo Irom Iho Poe lirnky. 


Namco's PacLand, the latest 
and greatest in the Pac series, is 
more than a masterpiece. More 
than 2 megs of memory make it 
one of the best arcade-to-home 
conversions to date. Flere’s to hop- 
ing Namco-Americawill bring this 
exciting title to the United States 
soon! 

ILLUSTRATION: FRANCIS MAO 
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Continued on Page 70. 


Climb into the world's swiftest 
chopper with unlimited firepower, 


The long-awaited sequel to Wiz- 
ards and Warriors is coming this 
Christmas. This role playing game- 
pak pits you against the evil Wizard 
Malkil once again. This time he 
vents his fury in the form of four sin- 
ister elementals-Earth, Wind, Fire 
and Water. You become Kuros, the 
brave knight warrior. Battle these 
evil forces, and their legions of vile 
creatures, in their dark domains. 
Iron Sword features vertical and 
horizontal gameplay. Your mission: 
-collect the pieces of the shattered 
Iron Sword and destroy Malkil once 
and for all. 




earth. You’ll battle through deserts, 
swamps, caverns and canyons, 
facing such enemies as Tyran- 
nosaurus, Reranodon, and a Giant 
Cobra. As you travel through this 
ancient land you'll increase your 
weapon strength by defeating ene- 
mies and collecting items. Begin 
by throwing rocks, and advance to 


Here’s an action game with a twist! 
This top hit from Japan features 
five different action stages and four 
different characters. You become 


As the brave caveman, DinoRiki, 
journey through prehistoric times 
where ancient dinosaurs ruled the 


four types of ammo, and devastat- 
ing napalm bombs. You face at- 
tack from armored tanks and heav- 
ily-armed battleships as you fly 
over military strongholds and naval 
barricades. When you finally reach 
the island, you're up against the 
enemies’ main defenses. Twin Co- 
bra promises all the adventure and 
excitement of the arcade hit of the 
same name. It’s the greatest inva- 
sion since D-Day! I 


axes, boomerangs and fiery 
torch#. Special hidden items en- 
ablejbu to extend your life, fly, and 
eveiffihange into Macho-Riki, a 
powerful ancient warrior. Sound fop 
this cart is designed to take maxi- / 
mum advantage of the Joycard 
Sansui SSS controller (also madi 
biSiU^dson Soft). This game is.'^ 
avaiabfe-rKw! -Ki 








This top title is coming to a living 
room near you with the same great 
action that made it famous in the 
arcades, it’s non-stop, shoot-em- 
up action as you head out in your 
Twin Eagle chopper on a mission 
to avenge your brother’s death. Six 
levels of land, sea, and air battles 
lie between you and the enemy 
fortress. Along the way collect hi- 
tech weapons and special power- 
ups, including bombs, cannon- 
balls, and machine guns. For even 
more fun bring along a friend for si- 
multaneous two-player action. 

Now available on the shelves of 
your favorite retailer! 
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It’s action- 


Ray Jack, Kaliva, Barusa and Toby 
in turn through the first four stages. 
Obstacies the characters face on 
their journey through the Kingdom 
of Izander inciude mountains, 
towns, forests, and water. They 
gather strength from one another 
for the finai battle. It takes the com- 
bined skills of the four-the wizard, 
the knight, the monster, and the 
thief -to beat the final enemies in 
the fifth stage. Only then can they 
rescue Princess Claire from the 
grip of the fiendish Dragon. This 
first title from Square Soft is avail- 
able now. 




In this epic adventure you become 
the warrior Victar. Your quest: de- 
stroy the Dark Rend and save the 
land. You must journey through 
three worlds and six levels before 
you face the final battle against this 
evil menace. Roam through the 
Bamboo Forest, the Bone Moun- 
tain, and many other areas as you 
search for the three missing parts 
of the broken sword. Use all your 
special acrobatic skills, including 
jumping, climbing and the special 
weapons and power-ups you find. 
When you’ve defeated the lesser 
enemies and reforged the sword, 
you’re ready to take on Dark Rend 
in the final battle. 


Become an agent of Rolling Thun- 
der, one of the world’s most power- 
ful secret police forces. Your mis- 
sion: smash a ruthless under- 
ground conspiracy to conquer the 
world. The enemies have also cap- 
tured beautiful agent Leila, and are 
torturing her. As you run and jump 
through the treacherous passage- 
ways of the enemy headquarters, 
your only weapons are your skill 
and your handgun. If you’re lucky, 
you’ll find extra bullets and special 
weapons along the way. Only you 
can rescue Leila and stop this 
deadly conspiracy. Watch for this 
title-it’s one of Tengen’s best ever! 


Ivan "Ironman" Stewart's Su- 


Get ready for all-out, dirt-grinding 
action in Super Off-Road. It’s off- 
road truck racing that features up 
to four-player simultaneous action! 


Use your truck to navigate jumps, 
avoid mud holes, and negotiate 
perilous hairpin turns at top speed. 
You’ve got to grab the wheel, hit 
the gas and devote 100 percent of 
your concentration to your driving. 
This first title to take advantage of 
the new NES Satellite is bound to 
be a big hit this Christmas season. 

SEGA Master System 


It’s a Sega shoot-em-up based on 
the arcade hit of the same name. 
Air raid sirens blare as you head 
for fhe skies on a bombing mis- 
sion. Your task: blow up an enemy 
base. You’ll face tanks, artillery and 
' heat-seeking missiles, all looking to 
’ blast you from the skies. To battle 
them off you’ll have bombs, ma- 
chine guns and a small fleet of 
bombers at your disposal. So get 
ready to scramble on the ground 
and in the air! It’s a hot new Master 
System title you won't want to miss. 

with a quacky 

iwisi! YOU and a buddy are off to 
rescue a beautiful duck, held 
hostage by some wierd, wild crea- 
tures. You’ll have to prove you’re 
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not a fly by night as you mix it up in 
some beak-blasting, feather-fight- 
ing action. It’s a wacky, zany adven- 
ture that’s going to take more than a 
couple of bird-brains to solve. So if 
you’re ready for a wild time the likes 
of which you’ve never seen, this 
fowl adventure is for you! 


to enjoy base- 
ball play all year round. Tommy La- 
sorda’s Baseball has the kind of 
non-stop baseball action that 
makes this sport America’s favorite 
pastime. The game features realis- 
tic sound, action, and even an um- 
pire. Pick your own team and play- 
ers. In fact, do your best imitation of 
Los Angeles Dodger’s manager. 
Tommy Lasorda (who endorses 
this hot trtle), and manage your own 
team. You’re not stuck in the dugout 
either. Choose your pitch, control 
your fielders, and pick off runners at 
first base. Genesis graphics are so 
realistic you'll find yourself trying to 
order a hot dog (or maybe some 


pasta)! 


Get ready for the ultimate 16-bit ad- 
venture. This coin-op' translation is 


so faithful graphically to Capcom’s 
arcade hit that you’ll find yourself 
trying to slip a quarter into your 
Genesis. Dont bother-once you 
take this hot title home it's yours to 
play for as long as you like. You’ll 
meet a whole horrifying gang of 
menacing creatures as you try to 
rescue the princess. Collect seven 
different weapons and magic while 
you battle mythical monsters. 
Search for treasure chests that hold 
special items-and even a sorcerer 
who turns you into a duck. One of 
the best titles available for Sega’s 
1 6-bit so far, this cart is a must for 
every Genesis owner. 

NEC'S TupboGnatx-16 


Don’t miss this stellar space shoot- 
em-up developed by Compile, To- 
ho Sunrise, and Hudson Soft. 

Blaze through nine areas of outer 
space, including a bubble level 
and a level that looks like you’re in- 
side of a human body. The game 
features over 1 6 different weapon 
combinations, including lazers, 
bombs, field thunder, a photon 
tracker, and a ring blaster. This title, 
currently a top PC Engine game in 
Japan, is the kind of outer space 
action that game players dream of! 


Head into these dark, dank dun- 
geons for the adventure of your life. 
This RPG allows you to choose 
among characters, including a 
fighter, a warlock, and a thief. 
Search over a dozen different dark 
passageways and towns for spe- 
cial items, weapons and clues to 
help you beat multitudes of creepy 
beasts and bosses you’ll have to 
fight along the way. Your goal: to 
find a lost treasure known as the 
ancient ORA Stone.This title shows 
what TurboGrafx can do -great ac- 
tion, great graphics, great music, 
and non-stop fun I 

Climb into your super car and get 
ready to try and win the road race 
from Paris to Dakar. Drive night and 
day, from city to city through the 
French countryside and Europe, 
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Consumer Division 


through e^htfefeges and over'' 
8,073 miles. 6aoh stage is more 
cSlfcult thanflie last as you race 
against time.. So drive smart, and 
keep your engine going. Also, 
you’re the mechanic-doing repairs 
and deciding how to maintain your 
car along the way. Victory Run fea- 
tures great graphics. You’ll feel 
you’re really out on the road! So rev 
up your motor, strap on your 
helmet, and get ready to head for 
the Sahara. 

GuteBoy 


Kwirk, The Chilled Tomato 

(Acclaim) 


This all-new, original Game Boy ti- 
tle promises to be as wacky as it 
soundsi You become a wild char- 
acter with funky hair, cool shades 
and hi-topsi Each screen in the 
game is a puzzle maze and 
you’ve got to wind your way 
through the maze by moving 
blocks or going through turn- 
styles. Go for a big score or race 
against the clock. You can play 
against the computer, or hook up 
via video link and race a friend. 
Watch for this kwirky adventure to 
appear at a retailer near you 
soon I 


It’s the ultimate brain teaser, 
^nd" games are in ancf FCI is 
'bunging us a hot new GameBoy 
title^i^^on’t be able to put down. 
Your ta^ft.in'tt^is game is to move 
boxes into their proper spaces to 
straighten up the warehouse and 
get to the next screen... and the 
next.. .and the nextl The game fea- 
tures 108 screens-enough puzzle 
to keep you from ever getting 
bored. The password memory lets 
you pick the game up and contin- 
ue wherever you left off. And if all 
that isn’t enough, you oan use the 
three edit screens to pick your 
puzzle and create your own 
screens. Look for this new title in 
January. 



clues you need to gather the 
strength to defeat your evil neme- 
sis. If you loved Castlevaniaand 
Simon's Quest, get ready-the ad- 
venture continues. It’s a whole new 
story line that’s guaranteed to bring 
you hours of horrifying fun! This 
game is available in November. 





Here’s a GameBoy version of this 
2500 year-old game we looked at 
in the Family Games article on 
page 38. As adapted for Game- 
Boy this cartridge of Shanghai 
gives you an endless number of 
variations. Enjoy five levels of play 
with the original Mah Jongg tiles, 
or try the updated version, using 
the alphabet. Learn howto play 
the game, the best strategies for 
solving the puzzle, and even how 
to read the Chinese characters. 

It’s one game you wont be able to 
put down. 


Castlevania: The Adventure 

(Konami) 


It’s an all-new Castlevania adven- 
ture for GameBoy. Once again 
you’re out to destroy Dracula. 
You’ll journey through different 
towns, castles and dungeons, 
searching for the secret items and 


Rev up for some rad off-road mo- 
torcycle action. Climb on your dirt 
bike and head for the hills for some 
wild thrills. Slide around corners, fly 
over hills, and jump impossible ob- 
stacles. You might even find your- 
self in a iDop-to-loopI Along the 
way grab nitro-turbo boosts and 
other power-ups that let you go for 
a burst of super speed. Hook up 
with video link and you and a friend 
can battle it out. It’s awesome off- 
road action for motocross maniacs 
every\Miere. 
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COMMANDO™ 


Get set for rapid-fire action as you're 
transformed into the Bionic Commando. This 
best-seilerfrom Capcom is a dynamic adaptation 
of the original arcade classic. 

Expect an onslaught of challenges and 
extraordinary graphics when you battle enemy 
forces in their futuristic lands. Your powerful, 
extending bionic arm and incredible arsenal of 
weapons give you all you'll need to become an 
unstoppable one-man army. 

To the most daring soldiers, this might seem 
an impossibletest, but they've neverexperienced 
the power of Bionic Commando! 


Screen shots from the 
Nintendo Entertainment 
System 


Call or write: Capcom U.S.A., lnc./3303 Scott Bivd ./Santa Clara. CA 95054/14081 727-0400 




Experience PGfiatnes. 

The Utthnate Buyer's Guide for 

MS-DOS Recreatfonal Softwa^. 

The Best Players Trust 
The Best Source. 

PCGames is jam-packed with in-depth 
playing techniques, product reviews, and 
key strategies to keep you in top form. 

We also keep you up to date with all 
the latest developments in hardware, moni- 
tors, graphics, and joysticks. 

And out writers are seasoned pros who 
know their stuff and dig deep to bring you 
the hottest information on the market. 

Built to IMp You Boat Your Bust. 

PCGames is designed to maximize 
your fun, sharpen your skills, and show 
you the best in imaginative adventures, 
out-of-this-world fantasies, children's 
games, paint programs, simulation software 
and much more! 

An Amazing Magazine 

With An Amm^ Offer. 

Subscribe now and receive 4 issues for 
only $12.97. That's 20% off the cover price! 

To order, caU toU free 1 - 800-2000473 
and charge it on your VISA, Mastercard, or 
American Express. Or, simply return the 
coupon below. 

So, subscribe today. And see how fat 
your imagination will take you tomonow. 


[ 7 ] Please send me 4 IssuBsol 
PCGames ter amy $12.87. n 
save 20% efl the caver price. 

n Payment Enclosed 
□ visa □ MasterCard Damex 

Card# 

Exp. Date 

Signature 

Name 

Address 


City, 

State Zip 

Mi tK PCGames, IDGC/Peterborough, 
80 Elm Street, Peterborough, NH 03458. 
Allow up to 10 weeks for delivery. 
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Now you’re ready for us. 


Think you’ve seen every screen and decoded 
every hidden strategy? You haven’t. There’s 
still a great big world of exciting video games 
out there, and you’il find most of them on the 
shelf at your neighborhood Toys “R” Us. 


Like you, we take our video games seriously. 
So when you’re ready for your next adventure, 
set your sights on the worid’s biggest toy store, 
and choose from the world’s biggest selection 
of hot, new video titles. 


THE WORLD’S BIGGEST TOY STORE! 


Over 350 Toys “R” Us stores coast to coast, check your local directory for the store nearest you! 

We accept VISA, MASTERCARD, OPTIMA, AMERICAN EXPRESS and DISCOVER cards. Prices effective U.S.A. only. 




P R O N E W S 


Video games are hitting the big) 
saeens this holiday season in a big)^ 
way. On November 15th, Universal/' 
Pictures is releasing a film called ' 
“The Wizard." The film stars Fred ( 
Savage, and tells of the adventures of/ 
two brothers at the National Video ' 
Game Championships. Games ( 
played in the movie include such top 
hits as Contra, Teenage Mutant Nin- \ 
ja Tuttles, Double Dragon, and Super r 
Mario Brothers. It's a holiday extrava- 
ganza for all video game fans. See out 
December issue for more on this fab- ^ 
ulous flick. 

And what a Fall its been... With the ( 
release of Sega's Genesis, NEC's Tur- 
boGrafx-16, Brodetbund's U-Fotce, ' 
Mattel's Power Glove, Nintendo’s ( 
GameBoy, Atari's Lynx Entertain- 
ment System, and more-it boggles 1 
the mind! Gaming is once again , 
heading off in lots of new exciting di- 
rections. And it's still full speed ( 
ahead. 

BRODERBUND tells us that the ' 
game development community is ( 
buzzing about U-FORCE. New game 
ideas ate being developed around the ' 
device and developers are also taking , 
another look at some older game 
ideas-games that weren't feasible ( 
with traditional controllers take on a , 
whole new outlook with analog de- 
vices such as U-Fotce. 

NEC is continuing to promote TUR- 
BOGRAFX-16 fat and wide! In addi- 
tion to print, radio, and television ad- 
vertising, they've hit the road to let ^ 
gamers everywhere try out Turbo- 
Grafx. By the time you read this | 
NEC's PlayTour Expos will be well 
underway, PlayTour is taking Turbo- 
Grabt to five cities nationwide for lo- , 
cal contests (Los Angeles-Oct. 6-8; 
Tmmbull, CT-Oct. 21-22; Chicago, 
IL-Oct. 27-31; Wayne, NF-Nov. 11- 
12;Marlbotough, MA- Nov. 18-19; 
and Atlanta, GA-Dec. 2-3). If there's a 
contest near you, check out your lo- 



cal papers 
and retailers to" 
see how you can’" 
get in on this fab event. If you missed 
the PlayTour, don't worry. Look for( 
Turbo-Vans at your local shopping 
center! They're heading across the 
states also (watch for ads in your lo- 
cal paper) giving people an on-the- 
spot chance to try out TurboGrabc! 
Lots of game releases this hoiidayj 
season ate guaranteed to keep us all 
busy running to the shelves of our fa- 
vorite retailer to see what’s new. As if 
that's not enough, check out what's 
just around the comet! ABSOLUTE! 
is hitting the stores with A Boy and 
His Blob, the first Nintendo title by ' 
David Crane, one of the top game 
designers of all time. Check out the 
December GamePro for an in-depth 
look at this long-awaited title. AC- 
CLAIM has announced a worldwide 
licensing agreement vrith Carolco 
Pictures, Inc., for Total Recall, a futur- 
istic epic adventure motion picture 
starring Arnold Schwarzenegger. The 
agreement includes the rights to ae- 
ate software for the NES, GameBoy, 
floppy disk, and hand-held formats. 
ACnVtSION has lots planned for 
the coming year, including an NES ti- 
tle based on the motion picture Die 
Hard. Count on some Activision ti- 
tles for Sega's Genesis also. So far 
plans include Tongue of the Fatman 
and possibly a football title. AMERI- 
CAN SAMMY tells us they're work- 
ing on their first in-house title. Called 
Arkista's Ring, this cart is an RPG 
aimed at younger kids. The main 
character is an Elf who journeys into 
a Ninja Dungeon, seeking to rescue a 
ring and save the land! BANDAI 
hints at an "outrageous" Franken- 
stein title in the works. It's got a hot 
story line and fabulous graphics to 
boot! They're also talking about the 


PORT 


possibility of Monster Party II! And 
watch for Lode Runner for Game- 
Boy. BRODERBUND is working on 
Dusty Diamond's All-Star Softball. 
It's a game softball fans will love- 
complete with slow and fast pitch, 
and some aazy, fun, field obstacles. 
CAPCOM will release the next two 
Disney titles. Rescue Rangers, and 
Adventures in the Magic Kingdom, 
during the first and second quartet 
of 1990. Look for FCl's first Game- 
Boy title, Boxxle. It's an addicting 
mind game! HAL America tells us 
that Lolo n is in the works, and is a 
lot tougher and more complicated 
than Adventures of Lolo, They've al- 
so got Shanghai and Revenge of the 
Gator, a pinball game, coming for 
GameBoy. KEMCO-SEIKA has 
signed off on Rescue Rangers, so ex- 
pect to see it for the NES sometime 
next year. KONAMI has some hot 
GameBoy titles in the works, includ- 
ing an all new Castlevanla adventure 
and a motocross title (see Short Pro 
Shots). TAITO AMERICA has 
bought the rights to Indiana Jones: 
The Last Crusade from Lucasfilm! 
Look for it in the second half of 
1990. It's looking like a first quarter 
release for SEGA's long awaited Ulti- 
ma IV and Golden Axe. 

And speaking of SEGA.. .NEWS 
FLASH..We hear that TENGEN is 
working on licensing some of Sega's 
hottest titles and plans to release 
them for the NES! Titles may include 
Shinobl, Fantasy Zone, Alien Syn- 
drome, and After Burner. 

AND BEFORE WE'RE COMPLETELY 
OUT OF BREATH, we just heard that 
Cinemaware, creator of such hot ti- 
tles as Rescue Rangers and Three 
Stooges, has signed to do some 
games for NEC! Looks like NEC is 
' backing up it's promise of dynamite 
third party support for TUrboGrafx! 
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You are the Casino Kid, As you maze through the casino, 
you pick up gambling tips you'll need to help win at 
blackjack and poker. The stakes are high and the games 
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3rd PlacB SpecM Award (Previous Wemrs) 

Lett; Tracy Scott Hanson, Indianapolis, IN (age 22); Jacinto G. Ponco, Hayward, CA (age 22) 



SrdPlace 

Top: Gregory M. Connell, Hamilton, MT (age 13) 
Middle: Erik Sturdevant, Spokane , WA (age 17) 
Bottom: Scott Rundinelli, W. Hempstead, NY (age 9) 


2nd Place 

Mark Castillo, El Paso, TX (age 18) 






1st Place 


SpiPbux 


Edward De Guzman, San Francisco. CA 


Top: Fumiko Nobuoko, San Francisco, CA (age 14) 
Middle; Russell Sagin, San Olego, CA (age 1 5) 
Bottom: Josh Faw, Daton, GA (age 6) 


For the next ProArtist Series we'd like to 
try something a little different. We’re go- 
ing to invite you to design your own 
game Hero. You create him or her all by 
yourself. Use anything you like to draw 
your hero-color is preferable. We’d also 
like you to include a couple of para- 
graphs describing your hero: their sto- 
ry, the weapons they use, the type of 
game we'd find them in, etc. The only 
limit is your imagination! We’re looking 
forward to seeing what you come up 
with. The winners will be featured in the 
February, 1 990 issue of GamePro. 


All entires must be postmarked by 
November 30, 1989. Don’t forget to in- 
clude your name, address and age so 
we can judge the entries fairly! Send 
your artwork to: 

GAMEPRO Magazine 

PpoArtist Series 

P.O. Box 3329 
Redwood City, CA 94064 

Enter Today! 


1st Prize 

$100 and your drawing in GAMEPRO 

M Prize 

$50 and your drawing in GAMEPRO 

Sri Prize o given) 

A GAMEPRO Super Poster and your 
drawing in GAMEPRO 

One entry per person. Artwork will not be returned 
and becomes the property of GAMEPRO Magazine. 
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CALL US TO ORDER ANY GAMES YOU DON’T SEE ON THIS LIST & THE SEGA GENESIS 1-203-388-6366 



TO ORDER ANY NINTENDO SEGA OR ATARI GAMES 
OR ACCESSORIES IN THIS MAGAZINE OR BELOW 
DIAL 1-800-TOY-CLUB 

If that's busy DIAL 1 -203-388-6366 for faster service. 

JOIN THE ULTIMATE GAME CLUB & HAVE THE POWER TO ORDER ANY VIDEO 
GAME OR ACCESSORY WITH ONE PHONE CALL! 

, NINTENDO STUFF AVAILABLE NOW. HURRY SUPPLIES ARE LIMITED! 

Just » the box of the stuff you want & mail this form in today tor fast delivery with your check or money order. Remember MEMBERS ONLY GET THE CLUB 
PRICE. If you’re not a member you must pay list price.Call us to order any Nintendo, Sega or Atari game ever made or in the future. 


NINTENDO ACCESSORIES 


□ Aladm Nintendo Lunch KK Thermae 

□ AlsNinler)doCanCab.(16samee.) 

□ Ale NMendoEnleitnmnt Center 
HoUe Nfitendo Sys. & 1 2 carts 

U Als Nintendo Cart Orsanlzer holds 


NINTENDO ACCESSORIES 


TTTlf 

□ Nn.eOMi 


Tape *3 
s,SWe?l«l. 


UST CLUE 
PMZ NICE 
19.99 17.99 


26.99 22.99 
3999 32.99 

59.99 49.99 



. ... - - - jster.FlyinQ 

Dragon, Adv. Isle. Indiana Jo^ 30 World Ri/iner, 
RaiT^ Kung Fu HenW Kid NUd, Metal Gear, Ikarl 
Warnors. Adv. ot Lolo. Kamov. Simons Quest 
3 NIn. 4S Mm. Video Tape *4 9.99 6.99 

Secrets and Strategies to win these Garries: Legendary 
Wings, Adventures ol Lolo. Bionic Comrrtando. Gotgo 1 3. 
Bomberman, Secret Castle. Ccbra Command. Rampage. 
Joust Adventure Island 

3.99 2.99 


J Tumbler 1602. 3.69 269 


□ Nin.32ca.Squee2eeoffle S.99 4.99 

□ Nintendo Clip 0ns 399 2.99 

□ OuicksholC)S-t26PaknSzd Joypd. 9.99 8.99 

□ QuckSholOSO-112Sophislicaled 15.99 14.99 


3.95 2.95 

□ St^M^MugAZeUaMug 3.99 349 

□ Super Mario a Luigi Pies. B»iK S.99 4.99 

□ SisicomOackng Bay 10 Game Case 16.99 1499 

D Soncom Trans. 4 Game Carry Case 6.99 5.99 

□ Suncom Trans. 1 2 Game Cany Case 6.99 5.M 

□ Suncom Dcking Bay 20 Game Case 25.99 22.99 

□ Suncom Mothership Converts Con- 13.99 12.99 

□ TaraDlxGamePacklSGameCase 11.99 9.99 

C Tata Game Pack 10 Cany Case 6 99 5.99 

- ' • ■ ' Slimlne 24.99 19.99 

59.99 39.99 
Mn Video Magazne 19.99 17.99 
. M*i VklSD Magazne 19.99 17.99 
VdvntzVol 3 30 Mn Video Magazne 19.99 17.99 
j Z-bagOt6cialNin. Carry Case 29.99 24.99 

LJ Z-bag Cart. Bag 9.99 7.99 

□ Z-Bag Deluxe Nn. Bag 34.99 29.99 


Hatrger - col . 

□ Secret Video Game Tricks. Codes 8 14.99 13.99 

Strategies Vol. 2 

ncludes21 awesome Inckstrom 16 hot games such as 
POW. Twm Cobra. QuenSa War. Festers Quest. Wizards 8 
Warriors 2 plus previews ol 6 never before seen games. 
0 Nn. The Power Game Calendar 1990 10.99 8.99 

□ Nin. Play a Tune Book that plays muse 2299 19.99 

n Joycatd Sansui SSS Stereo Sknulalor 44.99 39.99 

Joypad by Hudson Solt 

□ Super Mare Puppet Cooler 22.99 19.99 

□ QucksholOS-l27Universallntiared 69.99 59.99 

Wveless Joyoad 

}tOS-128Un<ver8allnlrared 35.99 29.99 

ystick 

^ Super Mario 8 Legend ol 9.99 8.99 


□ 6456 Kng Mare olGranzetot n 64 57 The G real G lac 

Gig. U6456Butch Mario widTheLuigi Kid. n64S9 The Great 
BMXX Race. n6460ZeWa-The Rnger, '16481 ZaWa-Sing 
lor the Llnicom. See real He Super Mario&Zelda coma toliten 

-atlocns 

Barrel Bag 14.99 12.99 

Lj Nin. Smock 5.99 4.99 

□ Power Sel includes: Conirol DecK 179.99 169 99 

■ “ ■ ■ ■ light giyi, Woild Class 


Track MeMA)uck Hunl/Super Mario Br 
Action Set includas: Control Deck. 2 con- 1 
’ Light Gun and Duck Hunt/ 


How to Score More (^^t8 at: Wizards 8 Warriors. M^ Man 
2. Platoon, Top Gun 8 Metal Gear 
□ Nm.Vdeo Tape *2 by Kodak Blue Tape 1599 1399 
SI T8 C Surt. 


ier, Ring King, DblDiat. 

Hunter, Iron 'bnk. Contra. Tiger Hefe, BiaalBr Master. Flying 
Dragon. Adv. Isle. Indiana Jones. X World Runner, 
Rsmbo. King Fu Heroes. Kid Niki. Metal Gear, Ikan 


NES Advantage Joystick 
NES Max Joypad 
Zappar Light Gun 


Rechaigeabte Battery 

.... Game Cartridges Asm 

BssebaA Tennis. Super Mario Le 


49.99 44.99 

34.99 29.99 
3469 2999 

79.99 74.99 

49.99 44.99 

109.99 99.99 

14.99 1299 

34.99 32.99 

29.99 24.99 


)d microgenlus. Plays your Nintendo 
^ ... , tended^ but coets lees and has tur- 

botire ioypads. Save SIO over the Niilendo Control Deck. 


Naw Nintendo Gamas By Froggo 

□ Water Ski sg.gg 29.99 

□ Night of Itia Mnja 39.99 29.99 


1989 Uttlfnate Game Club. Atari , Saga ,& Nintendo are trademarks of 
Atari, Sega & Nintendo. Prices are subject to change without notice. We are not 
responsible for typographical errors. 


Ws Buy A San New A Used Video Gamos. As a member you are entitled to the loAowIng: 

1 . Wa sell new and used video games at the lowett prices possibla' 

2. We buy your used video garnet at the highest price possiNe' 

3 We provide prorript efficient setvica with e lOtWfe aa tW a cHon guaranteel 
4. We last 8 dean all used gamee tor maximum aflldancyl 

5 We provide the largect stock of any other mail order firmi 

6 Hwedonolhavelhegameyouwanlii8lock.we’>raeetveilforyou8shipitloyou3ssoonaswegelll.we'1levan 

reserve new titles before they’re svaHabtel 

7. For every lOfrlandsyougelloli^lhechjbwelglveyeuavIdaegtmeofyOurchofcaFraalThst'sdghlFREE!. 

Membership 8 Quantities are limited. All gamea tat come first serve. 

6 We otter Special Oticounl Pricea on praclicaty everythirtg PLUS mcnihly specials, contests 8 prizes on top of 

9. Wehavsalolllreehollr)elorallnewmembeiship38ordeiBl-e0O-TOYCLUB(l-80a-869-2SB2|9AM-9PMEST’ 
For people in CT or Canada and any gueslions you may have dial 1 .203388-63661 

10. We accept MC, Vlas, cheek or money orderl 

1 1 . Wa'II alee give you a free Ckib hlembarahlp tacket A subacrtption to our quarterly Nawslettar. Hot New 
Catalog plus details on up 8 comng games, sacral tips, 8 strategies. 

12. YougstallBiisforlhelowcostolSIOISoHurryf MamberihipiaNmnedI Membership hAlsska/Hawaii St 2.50. 
Canada SI 5. AN other countries S20. CaN lor postage 8 handing charges. 


TTTlf 


□ indena JcnasS V 

□ Rolling Thunder 

□ Road Runner 

□ Alien Syndrome 
n Vindicators 


NEW NINTENDO GAMES (avBlabte now or soon) 
LST CUB TITl£ 

mx mcE 

*5®® □ Shinobi 

19.99 □ Aftetbumer 

15.99 □ Xyboia 


NEW GAME PLAYERS VIDEO GAMETAPES with secrets, cades 8 siralegies to win’ 

□ VIDE0 1 Dbie Dragon, Secret Castle, Bionic Commando, Robowarrier, Wizards 8 Warrters 

□ VIDEO 2 NinjaGaiden.Simon'sOuesl. Amagon.MegaMan 2. AkwoH 

□ VIDEO 3 Bad Dudes, Thundercade. Strider POW, WresHemania 

□ VIDEO 4 Bsndai. GoH, Baseball. Stars, Bss Loded. GoeL Hoops,Spr Ddg Ball, Tecmo Bowl 

□ VIDEOS Bayou Billy. Blades ol Steel. Jack Nick Goff, Top Gun 2 

□ VIDEO 6 TNMT Metal Gear, Silent Service. O o l o nd e r of the Crown 


LIST au6 
PRCE PIKE 

54.99 49.99 
5799 5499 

49.99 4599 

44.99 39.99 

49.99 45.99 


12.99 11.99 

12^99 1T99 

12.99 11.99 

12.99 11.99 

1299 1199 


TTTIE HANDHELD GAMES 

□ Airwoff.rj Rambo.O 1943.11] Knight Rider.D WWF Wrestling, n WresHemania Challenge, 

□ Wizards 8 Warriors 

□ A Nighimars on Ekn StreeL n Friday the 1 3th. □ Marvels Xmen. □ T8CSurtOes, 

□ Miniud Game Asson..C Canira.Q DblsDrU.O Gradiuso TopGurva SkatsorDia,a TNMT 
0 BaHoonFight.n Oimber.n Oonk. Kong Jr.,a Fire,0 Manliole.n Marios Cam. Fad, 

□ Odopus.n ^rachute.n Snoopy Tsn.,rj Mario Bios,0 Tiop. Fish 

□ Boxiig.a Black JacKU Bombsweeper.D Don. Kong.O Don. Kong ILn Goldclitf 

□ Qraenhousa.U UleBoeLn ManoBro6.,0 OilPBnic,0 SafeBusler.Q Squish 

□ Donkey Kong 111,0 Hockey.D Punchout 

□ Legend ol Zelda. □ Tetris 
INTERACTIVE VCR GAMES BY ACCLAIM 

Cl Ouarterback.n Baskelball.n Hockey.ll PGATourGoll.O Wrestling 

CsN Us If 1^ Are Looking For Any Other Handheld Games Not On This Ust 


LBT aue 
PACE mCE 
24.99 19.99 


99 21 
99 32 
99 36 


The Folowing are Gamas WE NEED TO BUY. If you have thsm, ' 
Arkanoid w/controNerorBaNon Fighi 
Chubby Cherub or Mark) Bros. 

Mega ManorSolomens Key 
Donkey Kong 3 or Jr. Math 
Dr. Chaos. Ice Climber or Squoon 
Elevator Action, Kid Niki or Lisiar Pool 
Gumshoe, Popw or Wrecking Crew 
Mighty BOTb Jack or VoHey ^ 

Muscle. Rng Kmg or Soccer 
Side Pocket or Ultima 

Super PItlaN. Urban Champion or Wild Gunman 


III pay you the folowing pi 


Yes, / want to join The Ultimate Game Club 
1491 Boston Post Road, Old Saybrook, CT 06475 


Name 

Address 

City State Zip 

□ M/C - □ VISA# Exp. 

□ Check □ Money Order Telephone: 

Signature 

Postage and Haidling is S3.S0 per sh«menl84Nt of your total ordernU.S..S6.50A5«lnAlaskayHawail. 812.508 6% 
nCanada. S1S.008 7%. In other countries. Double poetageiatea for 2nd day ak. Double again lor overnight AN C.OD. 
orders ere 85.00 per shipment extra. Personal checka take 10 days to dear. AN orders shipped within 2-4 weeks 


Total Cost of Qames/accessories ordered $. 

Membership Fee $. 

Postage and handling $. 

CT State Sales Tax add 8% $. 

Total you must send us $. 


Ws do not acceplAtan Games wrthouf lisIruclibRS. For MnlsndoandSega games ws deduct 82.00 ibrmigslig kistruc- 
tions, St.OO for mtsskig box or site caatt 82.50 kx missing conSoflsr or 30 glasses 8 8350 H ws lefum a game 
beckloyou. 



stock up an this great stuff before 
someone beats yeu to it! 

10A. ne Super Poster. SUov\/ you mean business 

with this huge (18"x 23") wall poster. $1.95 


/ 1A. GamePro Explosion T-Shirt. 

Show you’re a cut above the rest with this cool 
100% cotton shirt. White only. Specify S/M/L/XL. $7.95 
11B. GamePro Hero T-Shirt. Be a part of our hero's adven- 
ture, 100% cotton. White only. Specify S/M/L/XL. $7.95 
12A. CoofCup. Keep your drinks as cool as your game 
moves. Holds can or drink insert (included). 

Black or red. $2.95 

12B. Bas^allCap. Be a part of our dynamic team with this 
classic cap. Adjustable. White only. $6.95 
13A. Beach Towel. Make a statement wherever you go with 
this 100% cotton towel. 30” x 60". $14.95 


Order l\kfw: GamePro Products, 80 Bm Street, Peter- 
borough, im 03458 or cad toll-tree 1 ■800-343-0728. 



Offici«l 


Offici«l 


CNinlendoQ 


Thrash, Bash, and Smash the Competition. 

Team USA is on its way in the Super Dodge Ball World Cup Championship. 
From out of nowhere, this scrappy bunch of rookies are fighting 
for a long-awaited grudge match with the undefeated, defending 
world champions, Team USSR. 

Have you siammed into Super Dodge Bait yet? 


(ISNsei By HislesBi fer Pliy 9 i lie 


enTERTRinmenT 

SVSTEm’ 


AND COMING SOON! 

Score Big with I 

the Uitimate d 
Pinhaii Bameii i 

Hey! get with the program! In * 
Super Sushi PinboIlT you either 
fish or cut bait. But be careful, 
if you try it once, you may get 
hooked. 


■ 8 ACTION MMKED UVILS OF MAT 

> EXCITING AND REALISTIC TILT FEATURE 

■ UR TO 4 RLAYERS AT A TIME 


SmI ot Quality j 


O 





video tape. (High scores submitted on 
photos and tape cannot be returned.) 

In order to be fair to all players, please 
abide by the following rules: 

1 ) Players must play the game continu 
ously...for example, finding a safe corn 
setting your joystick on autofire to raci 


score, your name will appear in our 
next issue! Also, each issue a drawing 
will be held of all high scorers, and 
one in each area (Nintendo, Sega, and 
Atari) will win a free GAMEPRO 
Supershirt! 

For best photo results, turn out the 
lights in the room, use a 35mm 
camera and no flash, and stand at 
least 3 to 4 feet from the screen. You 

can also use a video recorder/ 

camcorder and submit your score on allowed on certain gar 
Ponel of judges feels slo- 


GAMEPRO Magazine 
PpoScms 
P O. Box 3329 
Redwood City, CA 94064 


■mo is necessary. 


IVIIVTEIVDO 


Mega Man II 
Mighty Bomb Jack 
Mike Tyson’s 
Punch Out 
MinjaGaiden 
Operation Wolt 
Pinball 

Pro Wrestling 
Robo Warrior 
Rush n' Attack 
Section I 
Shooting Range 
Party Game 
Sky Kid 
Solomon’s Key 
Spy Hunter 
Star Force 
Star Soldier 
Stinger 
Strider 
Super Dodge 


Joe Porter 
Mike Pirring 
Andy Lee 
Challenge Score 
Jim Hernandez 
Scott Lindsey 
Buzz Morgan 
Gus Adkins 
Russell Bolish 
Glen Gilmore 
Jamie Bunker 
Scott Lindsey 
Challenge Score 
Ray Little 
Kevin McLaren 
Ed Van-Tilburg 
John Meara 
Ray Venosdale 
David Cespedes 
Roger Gullatte 
Kevin Dulin 


669,070 , 

1,587,480 

850.000 
6,553,500 

251.000 

744.000 
172,100 
783,500 

2,135 

Finished 

3.652.000 
3,000,000 

486,900 
9 999,999 
1,180,900 
957,130 
9 999,999 
135,500 
706,650 
118,440 


Arkanoid 
Bubble Bobble 
Castlevania 
Contra 

Donkey Kong Jr 
Donkey Kong 3 

( Double Dragon 
Duck Hunt 
Gauntlet 
Goonies II 
Gradius 
Gyruss 
Hogan’s Alley 
Indiana Jones 
1 Iron Tank 

1 Jackal 
Kid Icarus 
Kid Niki 


367,500 
321.730 
,ck 141.580 
6,443,900 
, 3,000.000 

2,656,300 
Finished 
Won World Cup 


Todd A.Barber 
Jason Heller 
Jonathan Rothr 
Jonathon Henn 
Challenge Scor 
A.J.F. 

Scott Lindsey 
Scott Lindsey 


Legend ot Kage 
Marble Madness 


SB P.UMfrnOAligcMje 



./ / ro ! !j 


/NINTENDO (cont.) 

Game 


Super Mario Bros. 
Super Mario Bros. 


Super Pitfall 
Teenage Minja 
Mutant Turtles 
Track & Field 
' Trojan 
Wings 

World Runner 
Xenophobe 
Zanac 
Zelda 


Mark Corey 
2 Tony Thatcher 
Ricky Klittich 
Russell Bolish 
Jim Hernandez 
Floyd Hopfinger 


8.028,350 

Finished 

Finished 

Finished 

2.115,000 

601.600 


Phantasy Star 


Adam Albert 
Tyler Crawford 
Conrad D. Cheslock 
Challenge Score 
Jason Siler 
Challenge Score 
Challenge Score 


Mike Gamp 


999.999 
279.600 
1.016,000 
500,000 
999.990 
5.000,000 
Finish w/ 
50 games 
2 games 


Action Fighter 
After Burner 
I Alex Kidd/ 

I The Lost Stars 
Alex Kidd/ 

Miracle World 
Altered Beast 
Astro Warrior 
Black Belt 
Choplifter 
I Double Dragon 
Fnduro Racer 
Fantasy Zone 
Hang On 
Kung Fu Kid 
Maze Hunter 
Miracle Warriors 


David Rapport 
Zak Druzba 
Shawn Pottorf 


1.105,950 

6,422,600 

81,200 


MarkSulowski 100,200 


Power Strike 
Quartet 
R-Type 
Rambo 
Rambo III 
Rampage 
Rastan 
Safari Hunt 
Shinobi 
Space Harrier 
The Minja 
Thunderblade 
Wonder Boy in 
Monster Land 
Zillion 


Jeremy Johnson 
Kyle Ecase 
Sean Curry 
James Goens 
Ted Moffitt 
James Jerome 
Sean Bennett 
Scott Matthews 
Tim McGhee 
Wade Shelton 
A.J.F. 4 

Marcus Janson 
Kyle Ecase 1 
Jonas Manalansan 1 
Challenge Score 
Richard Ives z 

Lucian Ceteras r 

MattSlezak I 3 

Jason Sabbato g 

Jim Hernandez 33,9 

Zak Druzba 2 2 | 

Stuart Brown 1 4 ; 

Doug Jacobson 5 / 


“0 Finished 
Finished 
Finished 
Finished 
Finished 
Finished 
Finished 
Finished 
Finished 
Finished 
4.476,980 
Finished 
1.035,200 
1.337,150 
20,000 
403,000 
360,890 

1.321.400 
827,300 

!.924,610 

1200,700 

.420,000 

576.400 


Jeremy Childs 
Eric Beltman 


Vince Bonnelli 
Jason Raykovich 
Cory McKee 
Gary Harstad 
Chris Cabaleiro 
Chris Camera 
A.J.F 

Crew DeSplinter 
Ted Moffitt 
J.K. Cruz 
Adam Tabor 
Sam Mannaberg 
Ovidu Marina 


Finished 

Finished 


231,000 

385,400 

1,440,900 

2.565,300 

160,150 

7'33"61 

9.999,999 

1.793,990 

1.380,900 

195,800 

Finished 

Finished 

38,693,460 


Asteroids 
Desert Falcon 
Food Fight 
Galaga 
Joust 
PACMAH 
Popeye 
Xevious 


Joe Knox 
John Whittington 
Steve Vineyard 
Kyle Snyder 
Justin Ballantyne 
A.J.F. 

Peter Boadry 
Buzz Morgan 


Score Setting 


///' 


97,700 IMT 
180,777 STD 
11.919,800 m 
227,810 ADV 
128.050 IMT 
142.640 Banana 

116.910 

811.910 IMT 


»7 


Next Issue! 

New PnoUievus 


ProClassic 
Overseas Prospects 
PLUS... 

MORE Hot Tips ami Tactics! 
MORE Fantastic Reader Tips! 
MORE Short ProShots! 


The Adventures el SamePro-wiii our 

hero escape from Blaster Master? 

And all the other features you've come to 
expect from GamePro. 



WeGoetedI 

On page 54 of the September/October issue we in- 
correctly identfied a tactic as Lad of the Swad! 
The tactic is correct, but the game name is Miracle 
Warrkxs!! 
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Where 


the 


system 


gets Its 


energy 


NEC 


hiboGroh‘-(0 Gome tnterioce end 
Comport Ois( flisfet 
Brings CD sound and on even 
higher level of gameploy to 
the lufboGrofx-16 system-with 
more characters, more levels, 
and more challenge. Also plays 
regular audia ond the new 
CO graphics (CO + G) discs. 


hiboJap" Mufti-Contro/ler Adopter 
Now up to five friends 
can ploy socially selected gomes 
at once. Compete in head- 
to-heod oction or work together 
towards victory. 


Ions of Arcode-0uoli7y Games. 

Pocked with high-energy ac- 
tion, our luiboChip' game cords 
bring you some of the best arcade- 
quality titles around. Adven- 
ture gomes like The Legendary Axe' 

Action games lib Vigilante' 
and Chino Warrior' 

Racing games lib hard- 
driving Victory Run.' And, when 
you're ready, you con even 
expand your system to play 

lurboGrafx-CD gomes, for 


The TurboGrofx -16 system 
has many high-energy 
components and accessories 
that not only let you 
en|oy an amazing level of 
excitement now, but 
also let you expand your 
system in the future. 


yboPod’ Coatroltei 
Specially designed to help you 
control the amazing energy 
of the Turbo6rofx-16 system, it^ 
precise ond fast, with three 
levels of 'turbo' fire. 


lurboRooster" Aud/o-Vrdeo Cnboncer 
Working with your stereo TV 
or mono TV ond stereo oudio 
equipment, liirboBooster's speciol 
pre-amp function gives your 
game full stereo sound and 
shorper, clearer grophics through 
direct video input. 


furbaGrofx'-Jd fnferfomment 
SupeiSyslem 

The heort of the incredible 
TurboGrofx-16 system. With o 
custom 16-bit graphics processor 
thot delivers on amazing 
512 colors, 0 CPU that’s four 
times faster and six stereo sound 
generators. 


SiriffS/icIt" Hijb-Performonce 
Contro/fer 

Lets you aim better and move 
quicker than you thought possi- 
ble! Variable speed 'turbo' fire 
gives you high-energy action— up 
to 16 shots per second. Or you 
con go into slow motion! 


l(tlSll|lK 


The higher energy video game system. 




Looking for games that'll give 
you the biggest bang, the best 
action and excitement? 
You've just found them — 
seven incredible hits from 
Tengen. You recognize them, 
'cause they're all killers in the 
arcades. Now you can get 
them at your favorite store 
and have a blast at home! 


Ten}[cn\ products arc 
and inafiir^d^frcd in the 
USA. by Ten^u They arc not 
designed, manufactured, spon- 
sored, or endorsed by Xj^endo. 






Our goal is to preserve classic video game magazines so that 
they are not lost permanently. 


People interested in helping out in any capacity. 
Please visit us at www.retromags.com 


from these scans, nor do we offer anything 
e from the Publishers themselves. 




Ihg relea^s from 
rt them jnd do" let us know. 

j 


Thank you! 



